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© The Secrets of Scaravore 

The Universe is as ancient as it is dark. In the time 
before humanity, even before the rise of Gallifrey, 
whole empires rose and fell. The beings who built 
these empires were not like those who would 
follow. They were strange creations made not 
from evolution, but from mistakes and loopholes 
in the fabric of the Universe. They had powers and 
frailties that would never come again, and few even 
resembled the humanoid species that would follow 
after them. 


In this series of linked adventures, we invite you and 
your group to unveil the secrets of one of these long 
forgotten powers. You will track it across time before 
facing it in a surprisingly familiar place. However, 
while these adventures are linked together into 
a whole series, you can play them as individual 
episodes on their own. 


If you are planning to play any of these adventures, 
you should stop reading here. The rest of this book 
is for the Gamemaster. In this introduction we'll give 
you an overview of each adventure and the plot arc 
that binds them together. Then, together, you can 
attempt to discover the secrets of Scaravore. 


O Unveiling the Secrets 

The adventures in this book are designed to be 
played either as disparate one-shots, or one after 
another as part of a longer story that could take 
several play sessions to complete. Much like a story 
arc in the television series, clues to the overarching 
villain and the final adventure that pits the characters 
against it, The Mandala of Scaravore, are woven 
through the first three adventures. In each adventure 
we'll note details about how to integrate this plot, 
building the series of episodes to a finale. 


However, you may want to play each adventure, 
including the final one, as a stand-alone episode. In 
which case, you can just run it without any of these 
extra clues. Just ignore the extra notes on Scaravore 
and you're good to go. 


If you plan to run the series as a linked campaign, 
as long as you run the last adventure as the finale 
you can use the other three in any order. In each 
adventure, the characters will learn a little more 
about the deadly Scaravore while facing dire foes 
and trials. 


The Secrets of Scaravore campaign involves a hunt 
for one of the oldest creatures in the universe. This 
being, known as Scaravore, is the last of a long-dead 
species, whose crimes led it to be imprisoned by 
its enemies many millennia ago. It was buried in a 
vault deep within planet Earth eons before even the 
Jagaroth spacecraft exploded to initiate life on the 
planet. From its prison the Scaravore watched the 
Silurians and dinosaurs evolve and perish, and saw 
humanity take their place. Dreaming of freedom, 
Scaravore was pleased to discover it could influence 
humanity in a way it never could with the Silurians. It 
began to reach out and plot its freedom, albeit with 
the patience of one already trapped for millennia. 


Using its powerful psychic abilities, Scaravore began 
to influence humanity as best it could, driving them 
to develop tools so they might dig deeper into the 
earth. Over its resting place a great city grew, its 
twisting streets mirroring the mind of Scaravore 
buried miles below. In the following adventures, the 
characters come across the influence of Scaravore, 
and learn how long it has been plotting its escape, 
and how powerful and dangerous it is. This leads 
them to modern day London, where they attempt 
to stop its rise at the hands of a strange cult that 
seeks to free it. 


In the first adventure, the characters learn of 
Scaravore’s existence and how it predates humanity. 
In the second, they discover it has a connection 
with the city of London. In the third adventure they 
discover Scaravore’s plot will reach a crisis point in 


the early 21st century. Once they have all the clues, 
they will know where to go to face the creature 
before it destroys the Universe. 


You are free to expand on the details here, or even 
add more clues to other adventures and weave 
them into the campaign. An arc style plot can 
take many forms. It might be just a reminder of a 
mystery, such as the words ‘Bad Wolf appearing 
in every adventure. However, it can be the focus of 
the whole story, like finding segments of the Key 
to Time, where each adventure focuses on the next 
segment. What level you choose to take is up to 
you. The clues we offer here give the campaign 
enough cohesion to link everything together 
without overshadowing the individual adventures. 


If you'd like to add more clues, or place new 
connections in other adventures, you can use the 
following ideas in or between any of the adventures: 


e A powerful psychic force takes control of the 
TARDIS for a moment, but the player characters 
are able to resist the power. While they know 
little about it the nearest planet such a force 
might have come from is Earth. 


e Ona visit to Earth, one of the friends or family 
of a character is drawn into the cult. However, 
it doesn't go well and they are left blank and 
unresponsive, only able to mutter the word 
Scaravore. They will be safe in a hospital, but 
the characters will clearly need to find out what 
happened and how to restore them. 


e While visiting the most ancient museum in the 
universe, the player characters notice a particular 
exhibit. It is an ancient example of Gallifreyan 
writing, carved into rock by the earliest of 
the Doctor's people. The words they find say 
‘Beware Scaravore’. 


e A group of humans make an attempt to capture 
the characters’ TARDIS. What is odd is that they 
aren't soldiers or criminals, just ordinary people. 
While they are not especially skilled they are 
numerous and highly dedicated. All they will say 
is that ‘Scaravore must be obeyed’. Any who are 
captured suddenly suffer an extreme headache 
and collapse in moments as Scaravore will not 
allow its secrets to be revealed easily. 


e The characters try to help the crew of an alien 
space station that watches Earth for cultural 
study from lightyears away. The crew suffer a 
horrific psychic energy attack and are left with 
severe mental trauma. Many begin to draw what 
looks roughly like a map of London anywhere 
they can do so. 


e Someone attempts to contact the psychic 
power that seems to have been plaguing 
them. When they make contact they touch 
the mind of something unspeakably old and 
powerful. But they also suffer a horrible feeling 
of claustrophobia and the sensation of tons of 
earth crushing them. 


© Synopses and Synapses 

The four adventures in this book are designed to 
take the characters across several different places 
in space and time. To give you a head start, the 
following offers a brief synopsis of each adventure. 


Q Paradise Lost 

The ancient Silurians, who ruled Earth before 
humanity, were advanced enough to reach the 
stars. On the planet Aridius, they founded a colony, 
millions of miles from home, with a few Neanderthal 
humans they took with them as servants and workers. 
However, having built the colony, the humans quickly 
came to realise they were considered expendable 
and revolted against their masters. The Silurians 
were cast out and the humans purged all signs of 
their former overlords. 


When the player characters arrive on the planet, 
they find a settled and happy society, albeit one 
with a few quirks. There are signs of old advanced 
technology, but it has all fallen into disrepair without 
the Silurian scientists who really understood it. Sadly, 
one system is in perfect working order. The player 
characters activate an ancient defence system, 
which will very soon ‘purge’ the settlement of all life. 
Even worse, only one of the long-lost Silurians can 
turn off the system. 


Luckily, the outcast Silurians found a place to 
hibernate with the technology they had remaining. 
For centuries they have slept, hoping to be woken 
when time and the environment saw the end of 
their recalcitrant servants. They never expected 
the colony to thrive, so have never woken up. The 
characters must find them to enlist their aid. But for 
these Silurians, the memory of the humans’ betrayal 
is still very fresh, and they will take a lot of convincing 
to stop the defence system wiping them out. 


In the Scaravore campaign, the characters discover 
some clues here to the existence of something 
ancient and powerful existing before the Silurians 
and having a powerful influence on early humans. 


Q A Kind of Magic 

It is often said that any significantly advanced 
technology is indistinguishable from magic. This 
is even more evident on the planet of Saphira. A 
property of the planet enhances psychic power and 
interferes with technology. This has left the colony 
at a medieval level of technology, but allowed them 
to use ‘magic’ to compensate. After 400 years they 
have forgotten there is a larger galaxy out there. 


Recently, the crew of a scientific vessel discovered 
Saphira and landed in a biological Zygon spacecraft. 
They saw the opportunities in understanding the 
powerful psychic abilities of the populace and set 
about secretly studying and experimenting on 
them to learn more. Unfortunately, the science 
team were not the only ones to rediscover Saphira. 
A ship from the enemy Draconian Empire has also 
made planetfall, but, being based on mechanical 
technology, fell foul of the planet's effects and 
crashed. The populace believes the Draconians are 
some sort of dragon and their arrival is cause for 
great concern and excitement. 


To make matters worse, the scientific team has been 
trying to stir up this trouble against the Draconians 
as they want to see hostilities between the people 
reignite in a war they think humanity can win. 
Saphira is set to be the spark that ignites interstellar 
war, and possibly provides a key for a new weapon 
in that war. 


During the campaign, the characters discover 
an early version of the Mandala of Scaravore that 
looks like old London. While it gives them a place 
to head, it doesn’t tell them when they need to 
go there. London is old and Scaravore has existed 
for millennia. The characters will need to know the 
best era to visit London to stand the best chance of 
dealing with it. 


Q Westward Bound 

The characters find themselves in the Old West of 
1843. Following the Emigrant Road, also known as 
the Oregon Trail, they discover that several aliens 
are among the settlers looking to make a new life 
for themselves on the frontier. As the characters 
join a settler caravan, they become embroiled in 
the internal schemes of the disparate group, and 
under threat of the many dangers of the journey. 
A group of shapeshifters are hunting some of the 
aliens in the caravan. Old enmities have carried 
across lightyears, and there is nowhere to hide on 
the untamed frontier. But with enough problems 
on the journey, finding the alien hunters and 
predicting their attacks becomes more and more 
difficult, especially as frictions make it hard to keep 
the settlers together. In the Scaravore campaign, 
the characters discover one of the aliens they help 
is connected to the Scaravore cult. An analysis of 


their mind and connection to Scaravore shows that 
whatever is going on will have a turning point in the 
early 21st century. Now that they know when and 
where to go, they can travel to London to face the 
creature in its hiding place. 


Q The Mandala of Scaravore 

The characters arrive in London, either by chance 
or because they have followed the clues to stop the 
Scaravore getting free. In their investigations they 
discover a cult has formed around the creature, 
each member having had their mind taken over 
by the creature’s psychic power. The cult works 
tirelessly to free their master and has taken control 
of a dig site ostensibly doing maintenance work to 
Bank underground station. 


Unfortunately, before the characters can get close 
to the dig site, the cult takes them prisoner. They 
attempt to convert the characters to the cult using 
the streets of London. As Scaravore has been 
influencing the growth of the city since its inception, 
the streets have formed as a mirror to Scaravore’s 
mental map. Those who walk particular paths find 
the ‘Mandala of Scaravore’ has tuned their minds 
into the mental power of the creature, allowing it to 
possess and control them. 


If they escape the cult, the characters learn that 
there is a key to the Scaravore’s vault, crafted by 
those who imprisoned it so many years ago. This 
three-part device has been hidden by the cult, 
as Scaravore both yearns for and fears it. If the 
characters can locate all the parts they can face 
Scaravore and make sure its prison remains sealed, 
trapping it forever. 
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O Planet: Aridius 


Q Earth Year: 2769 


A Silurian colony ship arrives on Aridius. Expecting 
a water world, the Silurians are surprised to find it 
a desert wasteland due to a stellar incident. Bereft 
of supplies, they are forced to land and make the 
best of the situation. They task their ‘uplifted’ 
Neanderthal servants with converting the ship into a 
city while Silurian engineers discover the remains of 
an underground civilisation (the original inhabitants) 
and begin converting it for Silurian use. 


Unfortunately for the Silurians, their Neanderthal 
servants rebel soon after landing and take over 
the colony, forcing the Silurians to retreat into the 
ruins, where they hastily construct new hibernation 
pods. The Neanderthals create a new society and, 
over the course of half a millennium, forget about 
their original purpose or their former masters. 
Unfortunately their society is slowly crumbling 
as they lack the knowledge to keep everything 
functioning properly. 


It is now the 22nd century and the player characters’ 
arrival accidentally activates an ancient defence 
programme, one that can only be deactivated by 
the original Silurian designers. Worse, if the defence 
system 'sterilises’ the colony and eliminates the 
Neanderthals, humanity will be deprived of a vital 
cure. Any time traveller with an interest in human 
affairs will know that Daleks spread a deadly plague 
among homo sapiens in 2773, the cure for which 
was discovered by Silurian geneticists studying the 
Neanderthals of Aridius. 


This adventure contains references to two of the 
Doctor's previous adventures, The Chase and Death 
to the Daleks (see The First Doctor Sourcebook 
and The Third Doctor Sourcebook respectively). 


© Adventure Synopsis 

The characters arrive in Paradise, a city inhabited 
by near-human Caretakers, on the planet Aridius. 
They soon discover that these Caretakers are 
descended from Earth’s Neanderthals with no 
memories of their origins. The Caretakers live in 
a very functional society, each bred for a certain 


function within the colony and ‘made redundant’ 
when they can no longer serve that function. 
Despite that, the Caretakers do have free will and 
have built a civilisation, albeit one that is strange 
in most sentient eyes. The characters also discover 
that the society is in a state of entropy. 


Things go awry when the characters’ presence trips 
the automated defence systems. The Caretakers are 
shocked as their home turns against them, refusing 
the commands of any but ‘the Masters’ as it coldly 
prepares to sterilise Paradise by killing everyone 
inside. Unknown to the Caretakers, ‘the Masters’ 
are the Silurians that originally founded the colony 
before they were overthrown. 


The characters need to flee the city and find the 
hibernation pods where the last of the Silurians 
remain. Once awakened, the Silurians need to 
be convinced to help the Caretakers, rather than 
simply allow the defence system to eliminate their 
rivals or return to sleep until the Caretakers die out 
naturally. The characters are further motivated by 
the knowledge that this colony contains the cure 
to a near-future Dalek plague that could wipe out 
billions across the galaxy. 


Q Paradise 

The start of this adventure focuses on Paradise, the 
colony city run by the Caretakers. Paradise began 
millions of years ago as a Silurian colony ship, when 
a hibernating Silurian colony awakened on Earth 
just prior to the last Ice Age. They determined that 
it would be best to move off-world until the climate 
changed and took some of the local primates — 
Neanderthals — as servants. 


They plotted a course for Aridius, which they'd 
identified as a water world with acceptable 
conditions. Unfortunately for them, once they'd 
reached their destination and had come out of 
hibernation, Aridius was no aquatic paradise but 
a dried-up desert wasteland. Without enough 
supplies to go elsewhere, the Silurians decided to 
land their colony ship and make the best of it. 


While the task was formidable, the Silurians believed 
they could survive and perhaps even thrive thanks to 
the underground remnants of a previous civilisation. 
They'd hoped to rejuvenate the land and bring back 
the oceans and perhaps return things to as they 
were on Earth. The Neanderthals, however, had 
other plans. 


Unlike the Silurians, who slept on their journey to 
Aridius, the Neanderthals, dubbed ‘Caretakers,’ 
were left in control of the ship. Countless generations 
were born and died along the way. While the 
Caretakers never deviated from their tasks, they did 
have some measure of free thought and became 
suspicious of their now almost mythical ‘Masters’. 


The Silurian plan to rejuvenate Aridius conveniently 
concentrated on the oceans. With no more need 
for the ‘ape-primitives’, the Silurians planned to 
at best abandon and at worst destroy their former 
custodians. This was a matter of debate, but it was 
made moot when the Caretakers got wind of the 


plan and pre-emptively overthrew and exiled the 
Silurians. With remaining on the surface akin to a 
death sentence, the Silurians retreated to their 
hibernation pods. 


The Caretakers were now free to run Paradise 
as their own. They continued to function as they 
always did, but the First Triumvirate deleted any 
information regarding the Silurians; as far as they 
were concerned, there was nothing of Earth that 
they wanted to emulate. Unfortunately, given that 
each Caretaker is bred for a certain task, they are 
unable to fix the slowly-breaking machinery and, 
without help, will find themselves with a useless city 
within a few generations. 


Q The Wastes 

The rest of the world, at least surrounding 
Paradise, is hot and largely barren. Temperatures 
are regularly between 34 and 40 degrees Celsius 
and precipitation is rare. Dry lightning storms are 
common, and thunderstorms are fast and brutal. 
Most vegetation is concentrated along small rivers 
fed by melting snowcaps of the highest mountains 
or around pools created from hot springs beneath 
the surface. The rest of the landscape is dotted 
with shrubs and cacti. The Wastes really are a harsh 
land, notable primarily for the large concentration 
of parrinium, a mineral typically lethal to humans, 
mixed in with the sands. 


The creatures roaming the Wastes are vicious 
beasts used to fighting each other for the scraps 
this world gives. They are highly territorial and are 
a strange blend of creatures from the Mesozoic and 
Holocene eras. The Wastes are also home to the 
Grotto, a subterranean Silurian facility where the 
former masters of Paradise hibernate and await 
the extinction of the ‘ape-primitives’. 


Q Moral Dilemmas 

The whole Silurians-versus-Neanderthal situation 
is all well and good, but why should the characters 
care? Why not simply pop back into the TARDIS 
or whatever conveyance brought them here and 
let history play out as it will? 


While it's generally enough that solving problems 
is what the Doctor and her companions do, there 
is actually a good reason for getting the players 
involved. In the very near future, the Daleks 
unleash a space plague that threatens billions. 


The cure requires the lethal parrinium. However, 
parrinium is not harmful to Silurians and, more 
importantly, not harmful to Neanderthals. It is here, 
on Aridius, where a Neanderthal-Silurian scientific 
team develops a cure for the plague, possible only 
because of Neanderthal compatibility with their 
human cousins. 


You don’t have to be too heavy-handed in sharing 
this information. It is enough to thread clues as the 
players progress through the adventure. Inquisitive 
characters may get a jump on this information, but 
clues abound, from the stars in the sky that indicate 
the world is Aridius to the plentiful parrinium in the 
soil, to the fact that there are Neanderthals alive in 
the 22nd century. Of course, if the players need a 
bit of prompting, you can accelerate the clues as 
needed to keep them on track. 


That said, the above motivation is only present if 
the characters have knowledge of future history. For 
those who don't, there's another reason. Leaving 
the Caretakers at the whim of their automated 
security system ensures genocide. Similarly, once 
the characters are involved, they'll be at least partly 
responsible for both sides’ actions, and there is a 
good chance that the Silurians and their former 
servants may try to annihilate the other. 


© Act One: Welcome to Paradise 

This act involves the characters arriving inside the 
colony city of Paradise on the planet Aridius. During 
their exploration of this strange city, they learn some 
of its secrets and about the colonists who inhabit it 
before they are captured and brought before the 
Triumvirate, the Caretakers’ ruling council. Here, 
their alien presence trips the alarm that activates 
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the long-dormant automated security system, which 
threatens to annihilate the colonists unless the 
characters can convince it that a ‘master’ will answer 
and deactivate it. 


Q Scene One: Arrival in the Gardens 
The characters materialise in what at first appears to 
be a forest. They are surrounded by trees, the ground 
is grassy and soft, and sunlight shines through the 
branches. It is warm and moist here, like being in the 
Amazon rainforest during summer. A character may 
identify the trees (Ingenuity + Science, Difficulty 
12) as belonging to the Holocene era, which may 
— if their navigational systems are less than perfect 
— cause them to believe they are on prehistoric 
Earth. A quick stroll soon offers another mystery, as 
a nearby plant is from the Late Cretaceous period 
(Ingenuity + Science, Difficulty 15). A Success on 
either roll reveals some genetic modification on 
both plants to enable them both to thrive in this 
particular environment. 
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A character familiar with Earth's past (Ingenuity + 
Knowledge, Difficulty 12) may urge caution, as 
animals tend to be bigger and more aggressive 
in these eras. Perceptive characters (Awareness 
+ Survival, Difficulty 12) may notice that there is 
a distinct lack of fauna here, including bugs. After 
a short walk — about 50 metres — the reason for 
this becomes evident as the forest suddenly ends. 
It is bounded by a metal curb enclosing the forest; 
a walkway separates the curb from the next one, 
which looks like a cloudy water pool. The tank is 
only about a metre deep; a control panel is on a 
nearby podium. A character who analyses the 
panel (Ingenuity + Science, Difficulty 12) notes 
the controls are designed to simulate varying water 
depths and temperatures, but this pool hasn't been 
used in some time. Much of the rest of the dome 
is either cloudy pools or small groves of primeval 
trees. It is fairly obvious that this was some sort 
of aquatic garden and characters looking up may 
notice (Awareness + Ingenuity, Difficulty 12) a 
hex-shaped pattern in a dome that surrounds the 
gardens. Two suns glint through it, which gives the 
Doctor her initial feeling of déja vu about Aridius. 
If the characters loiter too long, a velociraptor 
slams into the dome from the outside, leaping at 
the characters. It is quickly chased off by a pair of 
floating orbs that resemble sea urchins, which shift 
colours from a deep-sea turquoise to red whilst 
shooting beams at the raptor. 


The dome connects with the next one — there are 
three domes in all, arranged in a triangle pattern — 
but this second dome, nearest to the rest of the city, 
is essentially a giant greenhouse of terrestrial plants 
and trees, many the precursors of modern Earth 
flora. As with the first dome, these are hybridisations 
of Cretaceous and Pleistocene plants. Unlike the 
disused tanks in the first dome, the plants in these 
gardens are neatly planted in rows and are obviously 
being tended to. If the characters duck into the final 
dome, they'll notice that it is much like the one in 
which they've landed, except that some of the water 
tanks have been filled with soil (somewhat clumsily) 
and converted into terrestrial plant gardens. 


As the characters walk through the domes, it begins 
to rain from barely-visible nozzles dotting the roofs 
of the domes as part of the garden’s maintenance 
routine. On the whole, the gardens are largely 
mechanised — the characters shouldn't encounter 
any Caretakers unless they really linger. If they do 
hang around, a gardener named Tarak stumbles into 
them. See What do Caretakers Look Like? on page 
17 for more information on Tarak’s appearance. 


Tarak recently received his redundancy notice and 
is understandably maudlin. He will morosely escort 
the strange-looking visitors to the city proper if they 
are polite, as he wishes to visit a few friends privately 
before his appointed time. If they are impolite, 
violent, or suspicious, he calls security using a 
discreet mechanised panel, then runs towards the 
safety of the city. One security drone (see page 30) 
for every two characters arrives in about a minute. 


The Gardens are separated from the Promenade by 
a sliding locked door. The lock itself isn’t too difficult 
to overcome (Ingenuity + Technology, Difficulty 
15). Once the characters open the door, they may 
enter the city proper, which after a short corridor or 
three leads them into the Promenade. 


Q Scene Two: The Promenade 

of Caretakers 

The Promenade is the main centre of the colony. It 
is lined with large primeval trees whose branches 
practically blanket the roof with leaves. Characters 
may notice (Awareness + Intuition, Difficulty 10) 
that the stairs that link the various levels of this 
promenade were obviously not part of the original 
construction. Characters with an engineering 
background may notice (Ingenuity + Technology, 
Difficulty 15) that this large area was intended to be 
filled with water or a similar fluid. 


The Promenade is filled with shops. There 
are restaurants serving prehistoric meat, like 
Apatosaurus burgers, Camelops kebabs, berycopsis 
(beardfish) sushi, crabs, 
exotic smoothies, and longhorn bison milk. There 
are clothiers, toymakers, hair salons, and other 
businesses. Characters observing transactions may 
note that no money is exchanged — the business 
owner and the customer seem to barter for what 
they want based on the customer's occupation. 


steamed horseshoe 


If any of the characters try to barter, the shop owner 
asks them their occupation, as the mainframe 
determines whether a Caretaker has enough 
mandatory (need) or discretionary (want) credits to 
purchase the item or service. The interaction will 
quickly become very confusing for the Caretaker, as 
the mainframe has no information on the characters. 
The Caretakers are not particularly creative, and are 
as likely to give the characters whatever they want 
as to refuse service entirely, whatever would be 
most entertaining. 


Several stores are shuttered — mostly arts, 
entertainment, and other ‘leisure businesses.’ 
If the characters ask about them, the nearest 
Caretaker just shrugs and says that there was a crop 
failure last season and the gardens couldn't meet 
demand. Many Caretakers were made redundant 
to compensate — hopefully the stores will open 
again soon if this season yields a better crop. If the 
characters ask about what it means to be made 
redundant, the Caretaker says that redundant 
Caretakers receive ‘redundancy notices’ and are 
directed to the Farewell Facilities. 


The overall technology level seems to be Tech Level 
6, but the Caretakers act as if they are in a Tech 
Level 4 society. No one carries any electronics, and 
communication tends to be through the loudspeaker 
which announces shift changes and other news, or 
through video-phone kiosks. 


Some characters may notice (Awareness + Intuition, 
Difficulty 15) that creatures resembling blowfish the 
size of beach balls float through the crowds in the 
distance. They look like large sea urchins floating 
through the air as if they were in water. These are 
security drones (see page 30), although none of 
them are close enough to interact with at first. 


Q Scene Three: Cold Comfort 

One of the most interesting mysteries surrounding 
Paradise is the lack of children and the elderly. There 
are also no people with great physical challenges; 
everyone seems to be in good health. This may not 
be apparent to the characters at first — they may 
simply assume that adults are going about their 
business and any children or elderly people are in 
school, at home, or otherwise out of sight. The lack 
of any physical diseases or disabilities could simply 
be due to the advanced medical capabilities of this 
alien city. 


However, if a player asks whether there is anything 
out of the ordinary in any large gathering of 
Caretakers, they might notice (Awareness + 
Medicine, Difficulty 15) the relative uniformity in 
age and health. This is especially notable — and 
may call for a reduction in Difficulty — in places 
where one might expect to find more diversity, such 
as eating establishments or recreational areas. While 
walking through the Promenade, the characters 


come across an encounter that sheds a bit of 
light on this mystery. Two men are slowly making 
their way across the floor. The older gentleman, 
Shezrin, is using crutches — his leg was broken in 
an accident — and both he and the slightly younger 
man, Kalas, look upset. It’s obvious that the two 
Caretakers have a loving relationship, but they both 
appear extremely worried. As they get closer to the 
characters, a floating security drone that looks like a 
blowfish floats in the air between the characters and 
the two Caretakers. 


The drone addresses the Caretakers in a calm, 
soothing voice: ‘Attention Shezrin Labourer. You 
are now officially redundant. It is my honour to 
escort you now to Farewell Facility 3 for your Life 
Celebration and Recycle. Please follow me and 
make your requests for anyone you wish to attend 
your celebration.’ Upon hearing this, the two men 
openly sob as passersby sympathetically shake 
their heads. Presuming that the characters do not 
interfere, Shezrin and Kalas cry and support each 


other as they follow the drone to the nearest 
lift. If the characters interfere, the drone turns 
towards them and asks them for their identification 
numbers. Assuming they don’t share them, the 
drone soothingly tells them that they must see the 
Triumvirate and contacts two more drones to escort 
them. The characters may try to escape, but the 
drones relentlessly pursue them until the characters 
are captured and taken to central control. See page 
30 for the drones’ stats. 


If the characters opt to follow the drone, Shezrin, 
and Kalas to the Farewell Facilities, they may 
become part of the Life Celebration and Shezrin’s 
execution. See Farewell Facilities (page 21) for 
more information. 


Q Scene Four: Security Patrol 

Characters who appear completely out of place are 
soon brought to the attention of the Triumvirate, 
who sends a security drone to corral them and bring 
them to Central Control (see page 23). Characters 
who are careful not to stand out may have more 
time to explore (see Optional Scenes: Further 
Wanderings, page 20), but eventually they attract 
enough attention to warrant a meeting with the 
Triumvirate. The security drone calmly explains that 
the Triumvirate requests their presence in Central 
Control, and it would be happy to escort them. If the 
characters refuse or run, the security drone insists or 
tries to stun them while calling for reinforcements. 
Note that drone bioluminescence changes when 
it goes into ‘attack mode’, giving characters some 
warning to run. 


Q Optional Scenes: Further Wanderings 
While it’s likely the characters make enough of a 
nuisance of themselves to alert the closest security 
patrol, cautious or smooth-talking characters may 
have a bit more time to explore the city before 
they are escorted to the Triumvirate. Here are a few 
places of interest: 


The Water Tanks 

There are several large domes around the city filled 
with saltwater — far more than the colony could ever 
need — and connected to filtration units that remove 
the salt. A scientifically-minded character (Ingenuity 
+ Science, Difficulty 12) notices that there’s little 
need for saltwater, and if the colony purified all 
the water, it would help their crop problems. If 
they raise this idea with any of the Caretakers, it 
is dismissed out of hand with the explanation that 
they have to ‘maintain the saltwater’. If pushed for 
further reasoning, the Caretaker becomes flustered 
and confused, as it’s simply an order whose purpose 
— making comfortable conditions for the Silurians 
— has been lost to time. 


A character may realise (Ingenuity + Technology, 
Difficulty 15) that the machinery here would enable 
the Caretakers to flood most of the city. As with 
having the saltwater in the first place, the reason for 
doing so, despite the city clearly being designed for 
it, is completely unknown to the Caretakers. 


Maturation Pods 

This area in the lower part of the colony contains 
maturation pods to ‘birth’ replacements for 
redundant Caretakers. These biomechanical pods 
can ‘birth’ a Caretaker to full maturity with all the 
knowledge and skills they need to be productive. 
Each pod is roughly the size of a TARDIS, but with 
a bulbous biomechanical shape. Like other Paradise 
technology, they look strangely aquatic; they could 
look like oblong fish eggs arranged in a circle 
and bound together in sac-like biotech tissue, but 
feel free to get creative and make up your own 
description. There are usually several Caretakers in 
attendance, monitoring the pods and easing new 
‘births’ out of the pods and into society. 


A character examining the controls can tell that it 
is fully automated and connected to the central 
computer. They might also realise (Ingenuity + 
Technology, Difficulty 12) that a maturation pod 
can create an embryo and bring it to full maturity 
within a month, uploading its brain with all of the 
information they need to be a productive member 
of society. With a Success, the character also 
learns that while they have full knowledge of their 
presumed occupation and behaviours, the new 
Caretaker receives almost nothing about their 
history. With a Brilliant result, the character learns 
that the maturation pods are connected to the 
Farewell Facilities — new Caretakers are ‘birthed’ 
from the recycled remains of the redundant! 


Farewell Facilities 

These cheerfully decorated circular rooms are 
ringed with decorative pillars that have murals 
of a Pleistocene forest painted between them. A 
character may recognise the room as reminiscent 
(Ingenuity + Knowledge, Difficulty 15) of 
Stonehenge. Depending on how much the players 
have figured out, this could lead to a chicken-or- 
the-egg discussion. The room has several tables and 
chairs arranged around a dancing area. When the 
characters first arrive, there are several Caretakers 
— all adults, as usual — enjoying the festivities and 
taking food from a couple of buffet stations. 


The centre of the room has a raised dais, upon 
which a band is playing poly-rhythmic music on a 
collection of differently sized and shaped percussion 
instruments. There is a hex-shaped trapdoor in the 
centre of the dais next to a small control panel. As 
the characters arrive, a couple of people help an 
injured old man to the stage. If the characters saw 
the sad scene in the Promenade then they recognise 
him as Shezrin (see page 18). 


Shezrin thanks everyone for coming, especially 
Kalas, and laments that he wishes they would have 
had more time together. He tells the crowd it is 
time for him to take the final voyage. The crowd 
gives him one last cheer as he carefully turns on his 
crutches and presses a button on the control panel. 
A hex-shaped coffin-sized chamber pops out of the 
floor and Shezrin steps inside. The door slides shut 
and the chamber slides back into the floor as the 
crowd shares a last drink and everyone disperses, 
comforting a sobbing Kalas on the way out. 


If the party attempts to intervene in this strange 
ceremony, the party-goers react with shock, and 
security drones quickly arrive to enforce order. 
Shezrin doesn't fight his fate. He believes that he is 
no longer a useful engine and it is time to die. 


Any character who examines the hex-shaped 
chamber and its control panel can identify it 
(Ingenuity + Technology, Difficulty 12) as a 
disintegration chamber. Once the occupant is killed, 
their organic material is recycled into the maturation 
pods and the gardens. 


The Heart of Paradise 

When the colony ship was transformed into the 
city its engine became a power plant. The Heart of 
Paradise looks like a huge room with many catwalks 
surrounding a central engine, with numerous 
pipes protruding from it that disappear into the 
ceiling and walls. With a quick glance (Ingenuity + 
Science, Difficulty 9) a character can tell that it is 
a biomechanical antimatter engine that looks and 
beats like a three-chambered (reptilian) heart. 


Several Caretakers move about the catwalks 
ensuring that everything is in working order. They 
politely suggest that any characters leave, as they 
shouldn't be here. A character may also notice 
(Ingenuity + Science, Difficulty 15) unfinished bits 
along the floor that suggest the engine should have 
been replaced with a geothermal one, probably long 
ago. Ironically, the Caretakers in this room spend a 
lot of time releasing water into the hot spring that 
sits directly below the engine to keep it cool, when 
in truth it should be the new power source for the 
city. The Caretakers lack the education to make the 
necessary changes; the Silurians kept that bit of 
information to themselves. 
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The Irregularity 

When the Silurians were overthrown, they hadn't 
had a chance to fully finish the colony. If the 
characters call up a map of the city, they'll note that 
the southern edge is much more irregular than the 
polished edges of the rest of the city. When the 
Caretakers took over, they had little need to expand 
as the city system kept their population under 
control, so that part of Paradise was never finished. 


The Archive 

A character with access to a terminal may hack into 
the system (Ingenuity + Technology, Difficulty 18). 
Unfortunately, unless they get a Success or Brilliant 
result, security drones soon arrive to escort them 
to Central Control — they've obviously made a 
nuisance of themselves. 


Still, a character that succeeds may learn the 
following information: 


e Paradise was a Silurian colony ship. It was 
launched in Earth's Pleistocene era after the 
colony had woken up from its Cretaceous 
hibernation and a new Ice Age was approaching. 
They hybridised the flora and fauna from both 
eras to help them survive when they arrived at 
their destination . 


e Their destination was Aridius, a water world. 
Unfortunately, when they arrived 500 years 
ago, they discovered that Aridius had become 
a desert wasteland. Lacking the supplies for 
another trip, the Silurians settled here. They 
soon discovered the remnants of a previous 


civilisation not far from the city and used it to 
create the Grotto, an artificial bio-dome more 
conducive to their aquatic nature. They'd hoped 
to use the Grotto model to eventually terraform 
the rest of the planet. 
e The Caretakers are the descendants of 
Neanderthals. The Silurians needed workers to 
maintain the colony ship and help build the city, 
so they enslaved a group of ‘ape-primitives.’ 
Apparently, there was something wrong with 
the conditioning and cloning process, which 
the mainframe attempted to correct. The 
analysis and corrections are kept in a file named 
‘Scaravore’, but the character can’t make any 
sense of it. 


e Paradise was built atop a network of hot springs. 
It was hoped that eventually the heat would be 
channelled throughout the city with the excess 
heat venting outside. The pipes were laid, but 
the engine was never converted. 


e There is a list of faulty and failed systems. A 
character might note (Ingenuity + Science or 
Technology, Difficulty 15) that many of these 
faults and failures could have been easily fixed 
given the education necessary to maintain the 
machinery. There are likely huge gaps in the 
Caretakers’ knowledge of Paradise. 


Interestingly, and perhaps frustratingly, the archive 
contains no records of what happened to the 
Silurians, only that the Caretakers have been 
continually ‘regulated’ over the last five centuries. 


G Scene Five: Meeting the Triumvirate 
At some point, whether led by a security drone or 
stumbling around themselves, the characters are 
going to find their way to Central Control. Central 
Control is a large, open-domed office situated atop 
the city, and overlooks the Wastes sprawled out in 
all directions. The three members of the Triumvirate 
operate here, monitoring the city, the citizens, 
and its perimeter, through the many monitors and 
control panels lining the room, all connected to the 
computer mainframe. 


The Triumvirate is a council of three, an instinctive 
homage to the ruling class of their Silurian masters. 
The council includes: 


Primus Halas 

Halas’ grey hair makes her easily identifiable as the 
elder of the Triumvirate, and in all likelihood the 
oldest of the Caretakers the characters will meet. 
Her wry smile and easy, charismatic demeanour 
mask her shrewdly sharp mind. She is diplomatic 
and open to helping polite strangers, but not to 
having her authority challenged. 


Secundus Ortan 

Ortan’s wide, thin lips are often pursed with 
incredulity as his heavily lidded eyes dart warily 
between anyone he is talking to and his surroundings. 
He is suspicious and tradition-bound, bursting with 
pride for Paradise. He will listen to the characters to 
more easily point out flaws in their speech, and any 
respect he has for the strangers quickly crumbles if 
the outsiders don’t match his expectations. 


Trinidus Kagan 

Impassive, androgynous, and softly spoken, Kagan 
is a mystery to the rest of the Triumvirate — let 
alone the player characters! Whilst their intelligence 
is undeniable, their progressive views and habit 
of emphasising the wrong syllables can unnerve 
people (particularly Ortan). Kagan is pleased to 
meet the characters, and likely to support them as 
they have suspected not all is well in Paradise for 
some time. 


Triumvir Halas waves off the security drones and 
asks the characters where they've come from. She'll 
also answer any questions they may have. From 
Halas, the characters may learn the following: 


The city they are in is Paradise and they are 
collectively known as the Caretakers. The 
Triumvirate manages Paradise and makes 
decisions based on simple majority. 


Paradise is constantly under siege by the 
ferocious fauna surrounding it, and the attempts 
they've made at farming the land have proven 
almost futile. The security drones can barely keep 
the animals at bay and the risk far outweighs 
the reward of a few extra crops. The Triumvirate 
anticipates that the gardens will fail within a 
generation or three. 


The city was built by the First Triumvirate 
centuries ago and provides for all their needs. It 
is each Caretaker’s duty to protect and maintain 
it. When they fail, they run the risk of being 
made redundant. 


There are no children — children only result from 
lesser creatures and food stock. The Triumvirate 
admits that the Caretakers may have been 
animals once, but they are a living part of the 
colony now. Ortan claims that the colony itself is 
angry with them for failing to maintain it properly. 


Each Caretaker only survives if they can 
contribute to Paradise. Once they are no 
longer useful, they are made redundant and 
thrown a Life Celebration. Paradise then births 
a replacement, fully mature and programmed 
with the information they need to integrate 
into Paradise’s society and workforce. For 
several generations now, the redundancies have 
outweighed new births. 


It becomes quickly obvious that the Triumvirate 
has little understanding of their history. 


Over Ortan’s objection, Halas and Kagan vote 
to allow the characters access to the mainframe, 
should they ask. The characters can now receive 
the information in the Archive much more easily 
(Ingenuity + Technology, Difficulty 15). See 
page 22 for more on the Archive. 


| OML YdldVHD 


== 
> 
7 
> 
U 
D 
m 
re 
O 
A 
+ 


Q Scene Six: Lockdown! 

At some point during the conversation, Ortan 
decides to scan the characters to ascertain whether 
they are ‘outsiders’ (he doesn’t know why he is doing 
this — it is part of his programming). He does this 
immediately if the characters access the mainframe. 


Unfortunately for the characters, the scan activates 
the colony lockdown protocol. The lights go out 
and are replaced with a luminescent glow. A strange 
alarm sounds as the security drones throughout the 
colony glow with red bioluminescence. All doors 
slide closed and are magnetically sealed. The 
Triumvirate looks confused; they've never seen 
or heard anything like this before. The mainframe 
audibly confirms that ‘hostiles have invaded the 
colony’ and the mainframe is defending it by 
placing Paradise in lockdown pending orders from 
‘the Masters’. 


Without confirmation from at least two Masters, 
the colony will be sterilised in three hours. In the 
meantime, all Caretakers are ordered to congregate 
in the Promenade. Any Caretaker who fails to do so 
after 15 minutes will be considered ‘Redundant’. The 
closest security probe will stun the offender, then 
remove them to the nearest Farewell Facility . All 
Caretakers, and the colony itself, will be considered 
redundant within three hours. 


Halas attempts to halt the countdown but the 
mainframe declines, informing Halas that she is only 
a ‘Caretaker’ and lacks the authority. Characters 
viewing the mainframe can see that the system 
is slowly overheating the heart of Paradise — the 
engine. When the countdown ends the engine will 
generate an explosion big enough to wipe the city 
off the planet! The characters may negotiate with 
the mainframe (Ingenuity + Convince, Difficulty 
15) for more information. The mainframe tells them 
that the three hour window is enough time for a 
Master to answer. It can’t grant more information as 
it has been deleted. 


Characters with computer backgrounds may 
surmise that it’s difficult to completely delete 
files; the deleted information is probably buried 
in the archives. A successful attempt to restore it 
(Ingenuity + Technology, Difficulty 18) retrieves 
the location of ‘the Grotto’, an extension of the 
colony within three hours’ distance by shuttle. With 


a Success or better result, the character learns that 
the mainframe is trying to broadcast a signal to the 
Grotto, but it’s not being received; the Silurians 
disabled the system for their own safety. 


A character may attempt to negotiate with the 
computer for more time, up to three hours, or 
other aid such as a detailed map (Ingenuity + 
Convince, the Difficulty depends on the nature of 
the request). Characters hoping for transportation 
will be disappointed to discover that there are 
no shuttles inside Paradise — the Masters all left 
in them. Asking for the TARDIS is very difficult 
(Difficulty 21) as the mainframe has determined it 
to be an alien threat and placed it under guard (at 
the Gamemaster’s discretion, the TARDIS may have 
already removed itself; see The Trouble with HADS 
on page 25). 


The characters’ most effective tactic is to point out 
that the Masters can’t receive the signal and that they 
should be permitted to retrieve them (Difficulty 12). 
The mainframe prefers that the aliens do this alone. 
While this ‘removes’ the threat from the colony, the 
mainframe keeps the countdown in place to ensure 
against what it considers ‘alien trickery’. 


© Act Two: Into the Wastes 

In this act, the characters must find a way out of 
Paradise and traverse the Wastes to the Grotto, 
where the Silurians are hibernating. This is primarily 
a ‘road trip’ where the characters encounter some 
strange creatures from Earth’s prehistoric past as 
they travel. 


G Scene One: Getting Out of the City 
Initially, the characters only have access to the lift 
between Central Control and the Promenade, where 
the Security Drones gently encourage everyone to 
remain where they are. The Triumvirate makes a few 
calming speeches over the public address system to 
keep the Caretakers under control. 


At this point in the adventure, the characters are 
probably headed in one or two directions. They are 
either heading for the TARDIS (see The Trouble with 
HADS on page 24) or outside towards the Grotto. 


If the characters have the mainframe’s permission 
to leave Paradise, they find little trouble. If the 
characters lack permission or stray off the prescribed 
course, they have a few obstacles to overcome: 


e Security Drones. All security drones are glowing 
red and tasked with shepherding Caretakers to 
the Promenade. They will pursue any ‘rogue 
elements’ (such as sneaking characters) and if 
the characters have the mainframe’s attention 
then they are ordered to stop them. See page 
30 for a security drone’s stats. 


e Frightened Caretakers. Characters attempting 
to open doors, bypass locks, or otherwise doing 
things that the mainframe doesn't like is going to 
attract attention. A few Caretakers may attempt 
to stop them. See page 30 for a Caretaker’s stats. 


e Electronic Locks. The sealed doors are very 
difficult to bypass (Ingenuity + Technology, 
Difficulty 18). The bulkhead doors to the outside 
are even more difficult (Ingenuity + Technology, 
Difficulty 21). 


Escape opportunities arise every so often as 
Caretakers — usually escorted by a security drone 
or two — open doors to get inside the Promenade. 
This may provide an exit, or simply spur new 
thoughts for frustrated characters. 


e Vents. Both air ducts and water lines are large 
enough to crawl through. Using them will 
certainly alert the security drones, and the vents 
to the outside are barred. Each bar of the vent 
has AP 10 and can take 10 levels of damage 
before failing. Alternatively, characters can also 
loosen the rivets (Ingenuity + Technology, 
Difficulty 15 or Strength + Athletics, Difficulty 
15). Security drones will likely be nipping close 
at their heels. 


Characters that enter the unfinished part of the 
colony have a much easier time getting outside. 
Difficulties are reduced by 3 to 6 and there aren't 
as many security drones in this area. Even if the 
characters manage to attract drone attention, there 
are many blind spots in the unfinished areas where 
the characters can sneak away undetected. 
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Q Scene Two: The Farms 

The world outside Paradise is a dismal place indeed. 
It is almost 40 degrees Celsius and the heat from 
the twin suns is dry and relentless. Rainless lightning 
storms flash in the distance. The ground is gravelly 
and almost barren save for sparse vegetation, much 
like the grass that pops up in cracks between blocks 
of pavement. 


There are several farms surrounding the city, but 
none of them look very healthy. A character with 
a scientific background (Ingenuity + Science, 
Difficulty 12) can tell that there isn't enough food 
out here to support Paradise, and it looks like the 
crops are barely recovering from a drought. With 
a Success, the character realises that the high 
concentration of parrinium is part of the problem. 


Due to the lockdown, the farms are abandoned, 
with the farmers having been shepherded inside 
the city by security drones. There is plenty of farm 
equipment around for the characters to use as well 
as a few hover wagons if they are in the mood for 
a little jiggery-pokery. Unfortunately, they are not 
alone out here. 


With the security drones gone, a pack of 
velociraptors (one for every two characters) are 
scouring the area looking for food. They attack on 
sight. Characters that don't wish to engage them 
directly may (with a Story Point or an Ingenuity + 
Science roll, Difficulty 15) realise that a modified 
‘bird call’ could distract them, or even drive them 
away. This requires some jiggery-pokery (Ingenuity 
+ Technology, Difficulty 15) to create the correct 
call. A Success drives them off, and a Brilliant result 
ensures that they don’t return. See page 30 for the 
velociraptors’ stats. 


HOVER WAGON 


Hovers just under a metre above ground. 


Armour: 5 
Damage Capacity: 14 


Speed: Normal 


With the threat neutralised, the characters can 
venture out into the wastes. With the twin suns 
beating down on them, the characters will want to 
ensure that they are properly attired and hydrated; 
by scavenging, (Ingenuity + Survival, Difficulty 
12) the characters can easily find what they need 
thanks to the Caretakers’ sudden abandonment of 
the area. This is especially necessary when using a 
hover wagon, as the open-air carriage constantly 
exposes them to the harsh environment. 


G Scene Three: A Strange & Dangerous 
Journey 

Unless the characters are using a TARDIS or some 
other quick method to get to the Grotto, they need 
to travel through the Wastes the hard way. The 
landscape is almost barren but not flat — there are 
several cracks in the ground, uneven terrain, and 
small hills through which they must navigate. The 
heat of the twin suns seems almost unbearable and 
even the onset of clouds, while providing a respite 
from the heat, bring dry lightning, sudden quick 
downpours, and even ‘sandstorms’, which are more 
gravel than sand. 


Aridius is a hot, seemingly dying world of sparse 
vegetation. Pteranodons and other flying creatures 
soar through the air; herds of large longhorn 
bison and mastodons roam the plain, occasionally 
attacked by a tyrannosaurus rex or sabretooth. A 
character with familiarity of Earth's past may note 
(Ingenuity + Knowledge, Difficulty 12) that the 
landscape is analogous to Earth’s Late Cretaceous 
Period with some Pleistocene fauna mixed in. 
That said, a character with scientific knowledge 
(Ingenuity + Science, Difficulty 15) can tell by the 
state of the flora, and the more-numerous-than- 
expected fauna, that there are pockets of land with 
better vegetation. 


Ifthe characters know that Aridius was a desert world, 
they realise that this is a sign that environmental 
conditions are slowly improving. 


Given that the hover wagon has an open-air 
carriage, the characters appear to be tasty treats 
to two pteradons (one if there are less than three 
characters), who circle and swoop to capture prey 
at some point during their journey. Gamemasters 
with access to The Silurian Age — Dinosaurs and 
Spaceships can add additional encounters along 
the way to the Grotto, but unless the characters 
are a party of space marines or UNIT soldiers, they 
aren't going to have much of a chance with too 
many creature encounters! 


Q Scene Four: T-Rex Marks the Spot 
Once the characters arrive at the location, they 
are likely to be disappointed. The entrance to the 
Grotto doesn’t look any different from a geothermal 
blowhole to the untrained eye. Astute observers 
(Awareness + Intuition, Difficulty 15) notice the 
unnatural roundness of the hole. It is too big for any 
major predators, but human-sized characters should 
have no trouble getting inside. 


Unfortunately, the characters have a pressing 
problem. The blowhole is covered by a resting 
tyrannosaurus rex, who is enjoying the relatively 
cool air venting from the blowhole. The characters 
need to figure out some way to chase it off or 
neutralise it if they want to get below. See page 31 
for the t-rex’s stats. 


Once the dinosaur is dealt with, characters can slip 
down through the hole (Coordination + Athletics, 
Difficulty 12). Characters who fail take 1/2/3 points 
of damage from bruises and sprains. 


© Act Three: The Key to Paradise 

In this final act, the characters must descend into 
the Grotto, awaken the Silurians, and convince them 
to help the colony. To do so they must first face the 
Grotto’s defences and awaken the Silurian Triad. 


Q Scene One: The Entrance 

Once the characters slip through the blowhole, they 
find themselves inside a short corridor chiselled 
from hollowed rock. The corridor abruptly ends at a 
large, deadbolted door that was probably intended 
to keep the animals out. You could even have one 


or more large creatures currently nesting inside 
the corridor if the characters need a bit more of 
a challenge. The air is slightly cooler here, and is 
venting from small artificial cracks in the walls. 


The door is too thick to cut through and digging 
would take way too long. Fortunately, there is a 
hidden control panel (Awareness + Technology, 
Difficulty 15) that can be hacked (Ingenuity 
+ Subterfuge, Difficulty 18). Unfortunately, 
hacking the door alerts the Myrka, who lingers just 
beneath the surface of the grotto pool to wait for 
unsuspecting characters. It will surface and attack as 
the characters rush through the door. 


Q Scene Two: The Grotto Guardian 

Once the characters pass through the entrance, 
they encounter a small lift (Ingenuity + Technology, 
Difficulty 9 to operate) that transports them a 
mile underground to the Grotto. The Grotto is an 
artificial cavern created by the Silurians to mimic 
a Cretaceous period habitat. It was built atop one 
of the hot springs which feeds a large pool that 
is surrounded by imported flora. Unlike Paradise’s 
Gardens, the flora here is entirely from the Late 
Cretaceous period and pollinated by Cretaceous 
insects (an Ingenuity + Science roll, Difficulty 15 
confirms this). The pool is artificially kept salty to 
mimic seawater and is filled with fish, crustaceans, 
and molluscs. The cavern ceiling is covered 
with lamps that provide light and heat to mimic 
the conditions of the Cretaceous period. It isn’t 
significantly warmer in this cavern than outside, but 
it is much more humid. 


Currently the Silurians hibernate in their submerged 
compartments within the Grotto. The Grotto is 
protected by a Myrka, which comes out of the water 
and attacks as soon as the characters enter. 


The characters need to defeat this guardian before 
they can contact the Triad; a character experienced 
with Silurians may recall (Ingenuity + Knowledge, 
Difficulty 15) that the Myrka is sensitive to ultraviolet 
light. See page 31 for the Myrka’s stats. 
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Q Scene Three: The Silurian Triad 

If the characters defeat or drive away the Myrka, 
the Grotto’s security system awakens the Silurian 
Triad. A character who finds and hacks the security 
system (Ingenuity + Technology roll, Difficulty 18) 
can manually activate it with the same result. These 
three Silurians float to the surface, brandishing their 
sonic blasters. They halt the Myrka if necessary and 
demand to know who the intruders are and whether 
they are allied with the ape-primitives. 


The members of the Triad are Selach, Chel, and 
Testu. The players may make the connection 
between the Triumvirate and the Triad command 
structure; the Silurians will point out the lack of 
Caretaker creativity if prompted. 


If one or more of the characters happen to be 
Silurians, the Triad treats them with respect and 
asks if they are part of a rescue effort. The Silurians 
threaten any humans, believing them to be 
Caretakers, unless the characters (quickly!) convince 
them otherwise. 


Selach is open to negotiations, but the other two 
are suspicious and may invoke trial by combat to 
settle any differences. A trial with a Silurian is a 
wrestling match, where the winner gets to dictate 
terms — underwater, of course. 


Once diplomacy is established, Selach can impart 
the following information. 


e The name of this world is Aridius. It was 
supposed to be an aquatic world, but a celestial 
event turned it into a desert. 


e This grotto is built on the remnants of an ancient 
civilisation that went underground when the 
waters dried up. It is now a hibernation chamber 
for a thousand Silurians. 


e The ape-primitives revolted before they were 
ready, possibly due to something the mainframe 
identified as ‘Scaravore’. This taint was present 
in the Neanderthals before collection and the 
mainframe’s attempt to exorcise it ‘only made 
the ape-primitives more aggressive’. The 
Silurians retreated to the Grotto to wait out 
the Caretakers’ inevitable extinction within a 
thousand years. 


e While this world looks harsh, the Silurians know it 
is recovering and can eventually be transformed 
into an aquatic paradise again. 


The Silurian plan is to simply allow the Caretakers to 
die out — they see no advantage to helping them. 
It’s up to the characters to convince them otherwise. 
Fortunately, they have one thing on their side: the 
Silurians still need the resources inside the colony if 
they are to thrive, and the imminent destruction of 
the colony would preclude that. 


Q Scene Four: The Final Negotiation 
Once the characters convince the Silurians to help 
the Caretakers, the Triad establishes communication 
with Central Control through a membrane stretched 
across the Grotto wall and orders the self-destruct 
to be suspended while the security drones collect 
the Triumvirate and return them to Central Control 
for negotiations. The actual site of negotiation is 
dependent on the characters. They may take the 
Triad back through the TARDIS, return to the colony 
with Triad passengers in their hovercraft — offering 
the chance for another overland adventure — or 
they could simply conduct negotiations remotely 
from the Grotto. 


In any case, the characters can either be part of the 
negotiations or, in classic fashion, sneak away and 
let the diplomatic process play out without them. If 
they choose to remain, here are some salient points 
that they can make — feel free to call for appropriate 
rolls or Story Point spends for this information: 


mee 


e Aridius was a desert wasteland. While the 
environment outside is harsh, it is actually 
improving. There may even be an ocean that 
could support the Silurians now. 


e The planet is big enough for both species to 
work in concert, especially since these Silurians 
are aquatic creatures, so long as they ensure 
enough territory for both. 


e The Silurians can repair the colony and perhaps 
even give the Caretakers a vastly improved 
quality of life. 


e The plague is only a few centuries from now, 
and only by working together can the two 
species cure it to prevent the galaxy from being 
dominated by Daleks — which is not a great 
prospect for anyone! 


O Epilogue 

With everything wrapped up, the characters can 
leave. If the HADS removed the TARDIS, then the 
cessation of the self-destruct enables it to return. 
Hopefully, they've gotten two mistrusting species 
together and planted the seeds for a productive 
world that eventually defeats a space plague. If not, 
then the characters may need to discover or invent 
an alternative to stop the Daleks and preserve the 
flow of time — but that’s another adventure! 
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CARETAKER (NEANDERTHAL) 
Concept: Neanderthal Descendent 
Focus: Varies 
Awareness: 3, Coordination: 3, 
Ingenuity: 2, Presence: 3, Resolve: 3, 
Strength: 4 
Skills: Athletics 2, Conflict 2, Convince 2, 
Craft 2, Intuition 1, Knowledge 1, 
Survival 1, Technology 2 


Distinction: None 


Weapons / Equipment: Depending 
on the Caretaker’s role 


Tech Level: 4 


Story Points: 1 


SECURITY DRONE 
Concept: Floating Security Drone 
Focus: Security 
Awareness: 4 Coordination: 4 
Ingenuity: 1, Presence: 1, Resolve: 2, 
Strength: 4 
Skills: Conflict 3, Intuition 2 
Distinction: Drone — floating drone can 
scan the area (as Scan Gadget Distinction), 
has an armoured body (reduce damage 
by 10, and is covered in sharp spines 
(Str +2 damage) 

Weapons: Sonic Blaster (stun or 3/6/9) 


Tech Level: 6 


Story Points: 2 


VELOCIRAPTOR 


Concept: Predatory Dinosaur 
Focus: Survival 
Awareness: 4, Coordination: 4, 
Ingenuity: 1,Presence: 3, Resolve: 4, 
Strength: 7 
Skills: Athletics 3 (Climbing 5, 
Jumping 5), Conflict 4 (Grapple 6), 


Intuition 3, Survival 3 


Distinction: Dinosaur — natural 
weapons: Bite (Str +2), Claw (Str +2) 


Weapons: None 
Tech Level: 1 


Story Points: 1 


PTERANODON 
Concept: Flying Predator 
Focus: Survival 
Awareness: 3, Coordination: 2, 
Ingenuity: 1, Presence: 4, Resolve: 3, 


Strength: 8 


Skills: Athletics 4 (Flying 6), Conflict 3, 
Intuition 3, Survival 3 


Distinction: Dinosaur — natural 
weapons: Bite (Str +2), Swoop 
(Str +2), flight 
Weapons: None 


Tech Level: 1 


Story Points: 1 


TYRANNOSAURUS REX 
Concept: Large Predatory Dinosaur 
Focus: Dominance 
Awareness: 3, Coordination: 3, 
Ingenuity: 1, Presence: 4, Resolve: 3, 


Strength: 14 


Skills: Athletics (Rending 5), Conflict 3, 
Intuition 3, Survival 4 


Distinction: Dinosaur — huge predator 
with natural armour (reduce damage by 3), 
natural weapons: Bite (Str +2), tail swipe 
(Str +2) 

Weapons: None 


Tech Level: 1 


Story Points: 4 


MYRKA 
Concept: Obedient Predator 
Focus: Obey 


Awareness: 3, Coordination: 4, 
Ingenuity: 4, Presence: 3, Resolve: 4, 
Strength: 12 


Skills: Athletics 3 (Swimming 5), Conflict 4, 
Intuition 2, Survival 4 


Distinction: Myrka — large servatory 
creature, with thick skin (reduce damage 
by 5), and can attack with an electrical 
field doing (4/L/L) damage. It is big, 
but very vulnerable to ultraviolet light, 
suffering (4/L/L) damage when exposed 
to a strong source. 
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Weapons: None 
Tech Level: 1 


Story Points: 4 
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© Planet: Saphira 


Q Earth Year: 2552 

In this adventure, the characters arrive on a planet 
with unique unnatural properties. Its mineral 
composition enhances psychic powers while 
inhibiting circuitry, leading to a human civilisation 
that resembles a medieval fantasy. The inhabitants 
of this seemingly magical world are descendants 
from an expedition from Earth that crash landed 
centuries ago. 


The characters soon discover the inhabitants 
believe they are being plagued by dragons, which 
are actually Draconian scouts following covert 
operatives from Earth. Can the characters keep 
the locals from slaughtering the Draconians and 
discover why Earth is interested in this world, all 
without the aid of technology? 


Q Background 

In the mid-26th century, the planet Saphira is an 
enigma within the neutral ‘frontier’ between the 
human and Draconian Empires. Instruments read 
it as a localised black hole, as the entire system is 
protected by the strange properties of Saphira’s 
crystalline core. The crystals absorb electrical energy 
and similar wave-based technologies. 


Four hundred years ago, an Earth colony ship 
named the Queen Catherine crashed on Saphira. 
When the Daleks invaded Earth in 2164, all records 
of the Queen Catherine were lost. The surviving 
colonists were forced to forge a civilisation using 
only pre-industrial technology. 


The colonists also discovered that the same 
planetary phenomenon that shut down their 
machines also enhanced their latent psychic abilities. 
This gave some colonists strange, wonderful 
powers, but paradoxically any type of telepathy or 
mind reading became too dangerous to use — the 
resulting psychic feedback of delving into another 
extra-sensory cerebrum would result in permanent 
delirium. 


After 400 years, the colonists have established a 
faux-medieval society divided into duchies. The 
Queen Catherine has long since been stripped for 
building supplies, but lives on as a deity known 
as ‘the Queen’, who grants psychic powers to her 


followers as ‘blessings’. Most of the nobility is 
blessed, including the current ruler, Duchess Kelos. 
Those few nobles born without psychic powers are 
often seen as illegitimate. lronically, the current 
Duchess Kelos is believed to be unblessed, as she 
hides the fact that she is a human psychic dampener. 


Ignium Vindicta, a militant faction of Earthlings 
aiming to reignite the war against the Draconians, 
recently stumbled across Saphira whilst searching 
for tactically advantageous positions. Using a bio- 
mechanical vessel of Zygon design, the Vindicta 
team managed to land on the planet's surface safely. 
Led by Commander Tamren, the team is secretly 
studying the Saphiran locals to try to duplicate their 
incredible psychic powers. 


Meanwhile, a Draconian dreadnought detected 
the Ignium Vindicta vessel and sent a scout ship to 
investigate. The advanced Draconian technology 
shut down in Saphira’s proximity, leaving the 
Draconian scout force stranded without technology. 


Fortune smiled on the Earth force and they were 
able to capture a travelling ambassador from a 
neighbouring duchy. Thanks to the biological 
components of Zygon technology, the leader of 
the expedition, Captain Zeo, was able to plausibly 
imitate him. Unfortunately, the limitations of the 
technology under Saphiran conditions is imperfect 
and not only are the duplications imperfect, but 
thus far the team has been unable to duplicate 
psychic abilities. Dr Bromo, the chief medical 
officer, is currently trying to work around the 
technology. One of the Vindicta Zygons captured 
and duplicated Fayn, one of Duchess Kelos’s scouts. 
Using the information extracted from Fayn, Tamren 
was able to plausibly emulate an ambassador from 
a neighbouring duchy and install himself in Kelos 
Castle. 


He is now conducting experiments on the Saphirans 
in the castle to duplicate their advanced psychic 
abilities. Though he has been unsuccessful thus far, 
he plans to conduct more thorough — and possibly 
lethal — scans on Saphirans. 


Having realised that they've been followed to 
the planet, Captain Zeo, or Tamren, is currently 
playing for time with the ‘dragon threat’, spreading 
the rumour that the Draconians are dangerous to 
the Saphirans. Once they are discovered Tamren 
will be especially curious about the strange new 
travellers (the characters). What Tamren doesn’t 
know, however, is that his time is running out — if 
the Draconian dreadnought doesn’t hear back from 
the scout team soon, it will bombard that area of 
the planet! 


G Adventure Structure 

A Kind of Magic is divided into parts rather than 
acts. This is because the adventure doesn't have 
a set structure; except for Part One, which begins 
the adventure, the characters may move around 
Saphira however they please. Thus, the various 
‘parts’ denote areas of interest rather than a natural 
progression; some groups may go to Part Two 
immediately after Part One, while others may jump 
to Part Three and circle back to Part Two later. 


© Part One: Marooned! 


The characters are stranded on Saphira with any 


technological equipment, including vehicles, 
rendered useless. As they explore the strange 
planet they discover its other peculiarities, and one 
or more of the characters may gain psychic abilities! 


Looking for answers, the characters explore the area 
and meet its inhabitants, both helpful and hostile. 
At the culmination of this part, the characters either 
head to Kelos Castle (Part Three — see page 45) 
or remain in the jungle to search for dragons (Part 
Two — see page 42). 


G Scene One: Psychic Interference 

The characters arrive on the foothill of a mountain 
range. The TARDIS operator may notice (Ingenuity 
+ Technology, Difficulty 10) a strange electro- 
magnetic field permeates the 
atmosphere, rendering any electrical and other 
advanced technology inert. The TARDIS is also 
stranded; while technology inside the TARDIS 
works normally, its exterior is affected by the local 
atmosphere and has thus anchored the TARDIS to 
the world. Any attempts to free the TARDIS or to 
provide a workaround for personal technologies are 
doomed to fail. Although if you are using the Hand- 
wave option (see page 34) then the characters may 


meta-phasic 


create a minor workaround. 


Characters with any form of psychic Distinction 
have an additional complication. They have an 
intense headache that puts them at a Disadvantage 


on all rolls. They realise that this is a psychic 
attack of some sort, but any attempt to ‘tap into’ 
the psychic presence Stuns them, rendering them 
unconscious for 15 minutes. Psychic characters can 
try to ‘block’ the interference (Ingenuity + Resolve, 
Difficulty 15) and ignore these effects. You might 
have psychic characters make another Test at 
dramatically appropriate moments, as the planet's 
psychic disturbance renews its attack. 


If a character is having too much trouble screening 
out the psychic backlash, someone can make a 
dampener with some jiggery-pokery and a few 
borrowed crystals from the TARDIS’s psychic circuits 
(or from the plentiful rocks scattered about outside). 
See the Psychic Dampener gadget box on page 37 
for details. 


An Ingenuity + Technology roll (Difficulty 12) 
confirms that nothing technological (electrical) 
works. The circuits aren't burnt out; it’s just that 
everything is ‘off’ and there is no way to turn it back 
on. If the character is making this roll while studying 
a TARDIS and has a Brilliant result, then they notice 
the psychic circuitry still seems to be ‘on’ but it's 
going to take time before the TARDIS can ‘rewire’ 
itself to something useful. 


Psychic paper also doesn’t work, but for a different 
reason. Examining it thoroughly (Ingenuity + 
Technology, Difficulty 12) reveals that it is getting 
too much psychic interference to read a mind. 


Any character familiar with TARDIS technology 
realises that it’s a bad idea to stay inside while the 
ship sorts itself, as the separation or collapse of 
dimensions could be lethal. Unfortunately, there’s 
no power to open the doors, so the characters must 
use the emergency lever to open them manually 
(Strength + Athletics, Difficulty 15). 


Q Scene Two: A Strange, Blue World 
Once outside, the first thing the characters notice 
is how blue everything is. They are obviously in 
a jungle, but they can see a sparkling mountain 
range in the distance. All the vegetation around 
them, as well as their own bodies, has a bluish 
tint, as if the characters were wearing blue-tinted 
goggles. A character may determine (Ingenuity 
+ Science, Difficulty 9) that the light of the sun is 
being reflected a little differently than on Earth-like 
planets, but it isn’t inherently dangerous. 


The air is warm and wet with a temperature of about 
32 degrees Celsius. The plant life is lush and large. 
The trees are tall and the trunks enormously wide; 
flowering plants are about as large as sunflowers. 
Characters may note (Ingenuity + Science, 
Difficulty 15) that the dirt beneath their feet and 
many of the rocks around them have high crystal 
concentrations. The plants likely need to be bigger 
for their roots to navigate the crystalline soil. 


A character may spot (Awareness + Intuition, 
Difficulty 15) some of the fauna walking through 
the brush or climbing trees. While these small lizard- 
or monkey-sized creatures resemble those of Earth, 
they all have six limbs. With a Success, the character 
notes that all the creatures they've spotted are 
reptilian. A character may postulate (Ingenuity + 
Science, Difficulty 12) that evolution took a bit of 
a different path on this world, resulting in six rather 
than four limbs becoming the norm. 


Regardless of what the characters see, the lush 
vegetation parts ahead of them to reveal a 
castle looming on a nearby hill. A character with 
knowledge of Earth’s history may (Ingenuity + 
Knowledge, Difficulty 12) compare it to the High 
Medieval period of Western Europe. That seems 
the best place to go for answers. 


GADGET — PSYCHIC DAMPENER 


This skullcap embedded with clear crystals 
prevents psychic abilities from being used 
against a character, though it also prevents 
the character wearing it from using psychic 
powers. Characters wearing a psychic 
dampener may still be affected by the 


physical effects of psychic abilities, such 
as being burned, frozen, or telekinetically 
lifted into the air. 


Distinction: Immunity — psychic powers 
that affect the mind do not work against the 
character; though the character can’t use 
any psychic abilities while wearing it. 


Story Points: 1 


Q Scene Three: Predator! 

If the characters head towards the castle, they 
don't get very far before they feel like they're 
being watched. Perceptive characters (Awareness 
+ Intuition, Difficulty 15) spot a ‘bird’ looking at 
them while perched on the branch of a large plant. 


On closer inspection, the ‘bird’ is a winged reptile, 
although it does have a beak and feathers. It has six 
limbs, including a set of wings, giving it the basic 
shape of a 30-centimetre-tall quadrupedal dragon. 
lf the characters try to get close or simply walk past 
the bird, it chirps at them — a low and deep chirp — 
before taking off and flying past them. It is followed 
by forty more like it who also launch themselves at 
and past the characters. They do no damage, but 
each character needs to make an Awareness + 
Resolve roll (Difficulty 12) to keep from dropping 
to the ground in self-defence, leaving them prone 
when the birds’ pursuer appears. 


The reason the birds fled soon becomes clear as a 
six-legged blue tiger leaps from the brush, tearing 
apart the large plant that the first bird had been 
perched on. It roars at the characters, delighted to 
have found bigger prey. Given that the characters 
have no access to any of their technology, they 
are likely unprepared for a physical confrontation 
with such a beast! Having said that, the tiger does 
not attack for the first few rounds, provided the 
characters don’t attack first. It takes a few steps 
towards them and stops, testing its quarry to see 
if they have any dangerous psychic abilities to use 
against it. A character with a decent knowledge 
of animal behaviour may realise (Awareness + 
Ingenuity, Difficulty 15) they are being assessed. 


Characters who run rather than stand their ground 
quickly become targets for the tiger, as it considers 
anything that would flee to be easy, defenceless 
prey. The tiger also engages with any character who 
directly threatens it. If you have decided that one of 
the characters is gaining a psychic Distinction from 
Saphira, this is a great time for it to manifest (See 
Yer a Wizard, Doctor! sidebar)! In all cases, the 
tiger attacks the closest character after a few rounds, 
having determined that no one has psychic powers. 
While the characters may defend themselves, they 
soon receive some unexpected help. 


Q Scene Four: The Cavalry Arrives 

When things are looking dire for the characters, or 
if they succeed in driving off the tiger, three scouts 
from Kelos Castle arrive. These lightly armoured 
warriors ride six-legged lizards that look like squat 
horses from a distance. They resemble Roman 
soldiers, except with feathers where horsehair 
would be on their helmets and leather leggings 
in place of the pteruges (skirts). Their hard leather 
breastplates are emblazoned with a gold lion. They 
all carry swords and wooden spears. 


If the characters are being menaced by the tiger, 
Sheriff Galton stops the fighting by pointing their 
finger at the creature. A stream of flame erupts 
from their fingertip and engulfs the tiger, causing 
the singed creature to flee the area to the nearest 
water source. The sheriff dismounts, identifies 
themself as Sheriff Galton, and asks the characters 
if they are okay. It’s obvious that the scouts are four- 
limbed, unlike the rest of the planet’s — including 
their mounts — six-limbed norm. If the characters 
ask the sheriff how they were able to conjure fire, 
they simply say ‘I’m the sheriff’ as if that answers 
everything, and that they are responsible for 
protecting Duchess Kelos’s lands from her enemies, 
especially the dragons. Galton tells them that the 
Queen's fortune smiled on them for the sheriff to 
get here in time. The scouts quickly respond with 
‘Blessings of the Queen’ while holding the backs 
of their hands against their foreheads. It seems that 
the Queen could be either their ruler or a deity. 
Sheriff Galton notices any characters with psychic 
Distinctions who are still struggling against the 
planet's interference. They calmly ask why they 
haven't put on their ‘dreamcatcher’ (the local version 
of a Psychic Dampener — it looks like a webbed 
skullcap with crystals positioned around the rim) to 
block out the static. A character with knowledge 
of human history may note that dreamcatchers 
are Indiginous American objects (Ingenuity + 
Knowledge, Difficulty 12; a Brilliant result narrows 
this to the Ojibwe nation) that were protective 
charms, specifically against dreams. If the characters 
reveal that they don’t have one, the sheriff produces 
one from a saddlebag. Careful examination of the 
skullcap reveals a pattern similar to the major streets 
in London (see Secrets of Scaravore, page 35). 


The sheriff explains that sorcerers like themself 
are attuned to the Queen and are taught how to 
block out Legion's influence during the day. Since 
their guard is down when they sleep, sorcerers use 
dreamcatchers as sleep aids to keep the voices of 
Legion at bay. 


If the characters ask about the dragons, Sheriff 
Galton tells them they are crafty creatures, vicious 
animals who can stun entire scouting parties with 
a glance and breathe strange fire. The sheriff has 
managed to capture one of these beasts — it is 
chained under lock and key in the castle’s dungeon 
— but there are more of them out here. The sheriff 
suggests that the characters join them returning to 
the castle before dark, lest they leave themselves 
vulnerable to the dragons. 


If the characters choose not to follow Sheriff Galton, 
the sheriff scoffs at their foolhardiness but leaves 
them be, telling them that the invitation to visit the 
castle is still open to them should they survive the 
night. Characters who wander the jungle instead go 
to Part Two: The Jungle instead of continuing to 
Scene Five below. 


Q Scene Five: Tool-Wielding Dragons? 

The scouts’ steeds can easily handle an extra rider 
(or even two, if necessary). As the group approaches 
the edge of the jungle, they hear a crackling sound 
and a blaring sound of a horn. Sheriff Galton shouts 
‘Fayn!’ and turns their steed towards the direction 
of the sound, urging it forward with great speed. 


Each blow of the horn sounds more laboured than 
the last. As the characters get closer, they notice a 
fully outfitted steed without a rider, standing over 
a prone figure. A young woman dressed like the 
scouts is blowing a horn. She grasps her powder- 
burned and bleeding chest with her free hand, her 
helmet discarded on the ground. A character with 
medical training (Ingenuity + Medicine, Difficulty 
12) notices even without dismounting that Fayn has 
suffered a serious wound. A character may also note 
(Ingenuity + Conflict, Science, or Technology, 
Difficulty 12) reveals that she was hit with some sort 
of ballistic ‘shot’. 


‘Th-the dragon — surprised me, sheriff. It breathed 
its deadly fire...’ she gasps as she drops the horn. 
There is some obvious affection (Awareness + 
Ingenuity, Difficulty 9) between Fayn and Galton. 


Galton shushes her and tells her that she shouldn't 
have gone off alone, as she was tempting fate. If 
asked about this, Galton mentions that Fayn was 
attacked by dragons before, and was rescued by 
Ambassador Tamren’s retinue. The sheriff inspects 
the wound and sadly shakes their head. Galton takes 
the characters aside and whispers that her injury is 


too bad; they'll never get her to the chirurgeon in 
time. This will come as a shock to any character 
that made the previous Medicine roll, as the wound 
isn't necessarily fatal; all they need to do is clean 
and bind it long enough to get her proper medical 
attention. This is a sign that Saphiran society has 
become dependent on magic — even the term 
‘chirurgeon’ denotes a magical healer. 


Any character who treats Fayn’s wound is considered 
a miracle-worker by both Fayn and Galton, and will 
have their gratitude. They are more than happy 
to answer questions about anything to do with 
Saphira and the duchess’ courtly affairs, and may be 
able to do the characters a favour or two when off 
duty. They are also unlikely to become suspicious 
or hostile to the characters, which could come in 
handy later when Tamren and Ignis Vindictica try to 
incriminate them. 


If a character examines the pellets (Ingenuity + 
Technology, Difficulty 12) near Fayn, they discover 
that the metallic ball bearings are repurposed 
from use in advanced machinery and composed of 
an alloy far beyond the capabilities of a medieval 
civilisation. Unfortunately, Galton will hear none of 


it, pointing to the treeline at some small six-armed 
primates and stating ‘Monkeys can wield tools, too, 
that hardly makes them intelligent.’ 


Characters who think of following whatever hurt Fayn 
can find tracks (Awareness + Survival, Difficulty 
15). With a Success, the character notices that the 
‘dragon’ was wearing boots (it was the Draconian 
Skrayla). If the characters ask for a description of 
dragons, the answer they get is ‘humanoid reptile 
wearing minimal clothing’. Also, the ‘dragons’ 
notably have four limbs. Galton tells the characters 
that if they want to see one up close, they have one 
locked away in the castle dungeon. 


If the characters suggest following the tracks, 
Galton advises against it. They've tried tracking 
them before and the ‘cunning dragons’ always 
cover their tracks. Also, it'll be dark soon and Fayn 
needs a warm bed if she is to fully recover. If the 
characters insist on following the tracks, Galton 
wishes them good hunting as they return to the 
castle. See Part Two: The Jungle for advice on how 
to proceed. Otherwise the characters accompany 
Galton to Kelos Castle (see Part Three: Meeting 
the Duchess, page 45). 


© Part Two: The Jungle 

In this part, the characters explore the jungle, 
realise that a spacecraft has crashed, and hopefully 
meet the Draconians in a way that doesn’t end in 
bloodshed. This part can immediately follow Part 
One if the characters want to find the ‘dragon’ that 
felled Fayn, or it can occur whenever the characters 
leave Kelos Castle to look for dragons. 


The Saphiran tiger isn’t the only predator, and the 
jungle is also a temporary home to some displaced 
and twitchy Draconians. Travelling by day is rough; 
at night, without the benefit of electric light (or some 
form of night vision), it is practically impossible. 


G Scene One: Jungle Clues 

While Kelos Castle is the most prominent feature in 
the distance, characters looking for other signs of 
civilisation may spot roads leading up the nearest 
mountain (Awareness + Ingenuity, Difficulty 15). 
These roads lead to Iron Town and its iron mine. 


Noticing the damage to the tops of some of the 
trees is a much more difficult task (Awareness + 
Ingenuity, Difficulty 21). Characters that do spot 
the charred and damaged trees may determine 
(Ingenuity + Science, Difficulty 18) that the trees 
were damaged from a spacecraft that didn’t land 
very gracefully. 


Characters may track the damage to the likely 
landing spot (Ingenuity + Survival, Difficulty 21). 
The craft is about four hours from their position (see 
Scene Two: The Crater, page 43). 


The characters may track the Draconian footprints 
(Ingenuity + Survival, Difficulty 18) back to their 
‘nest.’ Unfortunately, the Draconians anticipate 
being followed, so they've deliberately chosen a 
route that leads those following them into trouble 
(see Scene Three: Quicksand!, page 43). 


No matter where the characters explore, it’s only 
a matter of time before they are confronted by a 
Draconian patrol. This could happen while they are 
inspecting the Draconian wreckage, while they are 
mired in quicksand, while they are confronted by a 
bear-ape (see page 56), or simply by dallying in the 
jungle for too long. 


Q Scene Two: The Crater 

Like the Earth colony ship before them, the 
Draconian commando shuttle found itself de- 
powered as it entered Saphira’s atmosphere, and 
the best the pilot could do was to manage a crash 
landing. Most of the vessel was destroyed on 
impact, leaving the surviving Draconian scouts to 
crawl from the wreckage into a fateful first contact 
with the Saphirans. 


The crash site itself is a small crater in the jungle 
with the remains of a spacecraft at the centre. A 
character familiar with alien spacecraft, especially 
those from Technology Level 6 or higher (Ingenuity 
+ Knowledge, Difficulty 15 modified by the 
character's Tech Level) recognises the wreck as the 
remains of a Draconian Commando Shuttle. This 
means two things; First, the shuttle is insulated to 
maximise the chances of its occupants surviving in 
the case of a hard landing, and second, that the 
Draconians that staffed it are amongst the military 
elite. Maybe the Draconians are limited to sticks 
and stones, but that’s all they'd need. If the roll was 
a Success or higher, then the character also surmises 
that the wreck is relatively fresh — the crash was 
only a few days ago at most. 


Alert characters may realise (Awareness + Intuition, 
Difficulty 18) they're being watched. A lone 
Draconian, Skrayla, is currently assigned to watch 
the vessel and she’s observing the characters to see 
if they are part of the Ignium Vindicta team. If they 
haven't changed their outfits to something more in 
tune with the local fashions, their clothes mark them 
as not-Saphiran and therefore dangerous. Should 
the characters approach her, go to Scene Four: 
Draconian Scout (page 44). 


Q Scene Three: Quicksand! 

As the characters follow the tracks towards the 
Draconian Hideout, they may find themselves mired 
in swampy quicksand. Hopefully the characters 
realise their predicament before it’s too late 
(Awareness + Intuition, Difficulty 21). A character 
actively looking for trouble has a better chance to 
identify quicksand (Ingenuity + Survival, Difficulty 
18). 


Once stuck in quicksand, the characters can 
pull themselves out (Coordination + Athletics, 
Difficulty 18). Each subsequent attempt raises the 


Difficulty by 3 as the character's struggles make 
things worse. Fortunately, they only sink to chest 
deep — a good opportunity for a scientific player 
to wax philosophical about how, contrary to popular 
culture, people don’t really drown in quicksand. 


Stuck characters can be pulled out by their unstuck 
friends using the resources at hand, such as vines 
or a nearby fallen tree branch. If you want to make 
things more interesting, the characters could be 
menaced by a Saphiran tiger or bear-ape (see 
pages 55 and 56 respectively for stats) while freeing 
themselves. In all cases, their struggles attract the 
attention of the Draconian scout. 


If the characters can't get out on their own, they 
may receive help from a surprising source. The 
Draconian Skrayla has been watching them and, 
seeing their predicament, may assist. She likely 
interrogates them first as to their loyalties, although 
she dispenses with the assurance if one or more of 
the characters is in imminent danger. Otherwise, 
she grabs some strong vines or a stable branch and 
helps pull them out. 


Whether or not the characters need her help, Skrayla 
approaches them afterwards. 


Optional Scene: Another Beast! 

This optional encounter is designed for characters 
that need a bit more of a challenge or who are re- 
entering the jungle after some time at the castle. 
It's an opportunity to meet another of Saphira’s 
dangerous fauna, the bear-ape. This creature looks 
like a furry spider as it sports a second set of arms, 
and its legs end in hand-like feet. It has the general 
build and agility of a large orangutan, but the 
ferocity and facial features of a bear. 


The bear-ape swings through the canopy above the 
characters and hurls coconut-like fruit in an attempt 
to Stun them. If it succeeds, it will drop down, 
grapple the stunned character, then try to eat them. 
Fortunately, as with the Saphiran tiger, the characters 
only need to evade or struggle with the bear-ape 
long enough for Skrayla to appear and scare the 
creature off with a shot from her blunderbuss pistol. 
She then introduces herself to the characters — see 
Scene Four: Draconian Scout. 
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WE KNOW OF YOU 


The Doctor has a history with the Draconians, 
having once aided the Draconian Emperor. 
If someone is playing the Doctor, this 
puts all of the characters’ interactions 
with the Draconians at an Advantage. The 
Doctor's identity also satisfies Raylos that 


the characters aren't part of Imperial Earth 


Forces. 


G Scene Four: Draconian Scout 

At some point whilst in the jungle, the characters are 
going to be observed by Skrayla, a Draconian scout. 
She is suspicious of the characters, but is curious if they 
aren't wearing military uniforms or Saphiran garb. In 
her mind, oddly-dressed characters may be marooned 
like the Draconians and could even be allies. 


As the Draconian form is well-suited in this 
environment, Skrayla is minimally attired. She 
carries a roughly-made blunderbuss pistol and a 
machete to cut through the brush. She approaches 
with authority under all conditions, but may try to 
appear more or less threatening depending on 
what she has observed of the characters.. 


Assuming the characters choose to speak rather 
than fight, Skrayla asks them what they are doing 
on this world. No matter how they respond, Skralya 
is surprised by their dialects — they certainly don’t 
sound like Earth Imperials. 


After giving the characters a chance to explain their 
situation, Skrayla tells them her unit crash-landed 
on Saphira whilst investigating Earth involvement 
inside the neutral frontier. To Skrayla, it appears to 
be a colony world in league with the Earth Empire 
(Skrayla and her team believe that Earth may have 
reignited the war against the Draconians based 
on the treatment of the envoy, which Commander 
Raylos will reveal in Scene Five: The Dragon's 
Den). Nothing technological works and her team is 
looking for a way off this world. In the meantime, 
they've managed to mechanically scavenge enough 
material from the ship to build crude weapons to 
defend themselves. 


Skrayla insists that they accompany her back to 
the hideout, gesturing with her gun that it’s more 
of an order than a request. Having said that, she 
doesn't shoot them if they run, as that would be 
considered dishonourable. She does follow them 
from a discreet distance, however, as she wants to 
know if they're in league with the Earth Imperials. 


Q Scene Five: The Dragon’s Den 

Realising that their ship was bound to attract further 
attention after their delegation was attacked, the 
Draconians quickly built a hideout in a lush part 
of the jungle. They dug a 2-metre deep pit large 
enough to accommodate them and covered it with 
a blanket made from local weeds and leaves. It is 
well-camouflaged and difficult to spot (Awareness 
+ Intuition, Difficulty 21). Anyone actively looking 
for it has a better chance to succeed (Awareness + 
Survival, Difficulty 18). 


There are three Draconians in the hideout (not 
including Skrayla), all of which are minimally dressed. 
The largest and oldest (as reptiles, Draconians 
continue to grow with age) is Commander Raylos, 
who is barely walking with the aid of a splint — her 
leg was broken in the crash. She is attended to by 
Bremos and Techar. Bits and pieces of technology 
scavenged from the Draconian ship litter the floor. 


If the characters seem aggressive or threatening in 
their approach, the Draconians respond with their 
crossbows — most likely with a warning shot and 
an order to surrender. If the characters approach 
accompanied by another Draconian (such as Skrayla 
or Garn), the Draconians cautiously allow them to 
enter. Raylos questions them to make sure that they 
are not part of the Earth Imperial Forces. Raylos then 
tells them what's happening from the Draconian 
point of view. 


This world is in a neutral frontier established after 
the three-day war that cost half a billion lives, but 
the Draconian Navy has recorded some Earth 
activity in this sector. Specifically, an Earth bio- 
shuttle (the Draconian term for a Zygon ship) was 
spotted entering this system. Raylos’ team was 
dispatched to investigate and was surprised to 
discover a cloaked planet. A scientific character may 
realise (Ingenuity + Science, Difficulty 12) that the 
same phenomenon that inhibits technology on the 
planet may also disrupt long-range sensors. 


Once the Draconians entered the atmosphere their 
ship's systems went down and the pilot was forced 
to crash-land (and died in the process). The team 
spotted the castle and sent emissaries to meet with 
them, only to discover that the local population were 
primitive humans. They sent two of their scouting 
team, Garn and Krell, to make contact a few days 
ago, but they never returned. Skrayla later found 
Krell’s body littered with arrows, mostly in the back. 


Raylos believes that the Earth Empire must have 
some sort of treaty with the locals for the Draconians 
to be attacked on sight. Raylos’ team have been 
concentrating on trying to get something to work so 
that they can senda signal to a nearby dreadnought; 
If it isn’t contacted by tomorrow, then it will initiate 
an orbital bombardment of the planet. 


Raylos stresses that the characters are not prisoners 
and are free to leave or stay as they wish. She does 
request that they don’t reveal the Draconians’ 
location to anyone, and implores them to help the 
Draconians find a way to send a signal out to space 
— before the battlecruiser starts hurling missiles at 
the planet. 


O Part Three: Meeting the Duchess 
The characters are introduced to Duchess Kelos 
and Ambassador Tamren, the latter of whom is an 
agent of Ignium Vindicta in disguise. The characters 
learn a few facts that may lead them to further 
investigations in Kelos Castle (Part Four on page 
49) or even slip out and look for the Draconians 
(Part Two on page 44). 


This part either starts when the characters arrive 
with Sheriff Galton or whenever the characters have 
attracted enough attention to themselves that the 
duchess — probably through her servant Miko — 
approaches them and ‘requests’ a meeting. 


Q Scene One: Entering the Castle 

Kelos Castle sits on the foothills before the Great 
Mountain Range. The castle protects a mining 
operation that provides the Duchy with the metals 
they need to make weapons and other goods. The 
gatehouse is a small keep that sits on a small mount 
in front of the hill that Kelos Castle is built on (a 
deep crevice separates the two), making the castle 
very difficult to access if the gate is raised. Currently 
only a couple of spearmen guard the gate with a 
half-dozen archers positioned on the roof. 


Two sets of walls surround the castle. The outer wall 
contains the village where artisans and servants 
live when not attending the duchess. Most of the 
duchess’ people live in Iron Town, a mining camp 
further up the foothills. The inner wall surrounds 
the castle, the duchess’ stables, and the soldiers’ 
barracks. It also surrounds the Queen Catherine's 
Cathedral, which is attached to the castle proper 
but has its own entrance. 


If the characters are accompanying the sheriff, 
the guards open the gate and Galton calls for the 
chirurgeon. If the characters arrive on their own, the 
guards are more suspicious; they must be convinced 
(opposed Presence + Convince) that the characters 
aren't ‘dragon bait’ before opening the gates. The 
characters are then escorted to the Great Hall to see 
the duchess. Failing this, they could try to sneak into 
the castle, finding a way in through the drainage or 
some form of hidden access. 
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Optional Scene: Saving Fayn 
If Sheriff Galton is with the characters and escorting 
the injured Fayn, Chirurgeon Hallas rushes out to 
meet them in the courtyard. Hallas is a flame-haired 
woman wearing a simple beaded leather wrap skirt, 
the beads of which a character may note (Ingenuity 
+ Knowledge or Medicine, Difficulty 12) resemble 
a caduceus. 


Chirurgeon Hallas asks those carrying Fayn to put 
her down. She examines the wound, noting the 
‘interesting’ techniques that the characters used 
to keep her alive. Hallas then touches the wound 
while closing her eyes and, as the characters watch, 
the wound disappears. Satisfied, Hallas stands and 
asks the scouts to escort Fayn to the barracks to 
rest while her blood replenishes. Hallas then offers 
to heal any injuries that the characters may have 
suffered. 


Ifthe characters point out Hallas’ beadwork as having 
an Earth origin, then she doesn’t believe them. The 
Queen birthed the Saphiran people centuries ago; 
everyone knows that. If the characters press her 
further, she dismisses them, telling them to go to 
the cathedral if they need religious lessons. 


Galton is extremely grateful to the characters for 
getting Fayn to the chirurgeon in time and offers to 
take them to the duchess to see that they are well 
cared for. 


G Scene Two: Meeting the Duchess 
Characters being received by the duchess go 
through her steward, Miko. If the characters came 
with Galton, then Miko warns them the duchess is 
currently receiving the ambassador. He then winces 
as the characters hear a woman and a man arguing. 
It doesn’t take much listening to get the gist. If the 
characters come at another time, then the duchess’ 
argument with Tamren below doesn’t take place. 
Instead, Tamren works his way into court to meet 
the newcomers. 


Presuming the characters arrive the first night, the 
duchess is arguing with a rather furious Ambassador 
Tamren, who repeatedly requested she not send 
warriors to meet the dragons without warning 
him. The duchess tells him to watch his tongue, 
which calms him a bit. Tamren says that he’s only 
concerned for her peoples’ safety, as Duke Yona 
has had more experience with the dragons and he 
wished that she’d sent some of his guards with the 
sheriff. The duchess counters that Sheriff Galton is 
quite capable of dealing with dragons on his own 
and gestures him into court. 


Duchess Kelos has a persistent air of nonchalance, 
offset by her confident tone and iron grip on control 
of every situation. She wears a beaded midnight 
blue and purple tunic over a matching skirt. Blue 
feathers and beads are braided into her red hair, 
which is pushed to her back and out of her way. 


If not already here, and the timing is appropriate, 
Ambassador Hugh Tamren from the Duchy of Yona 
arrives, claiming he heard that strange visitors were 
afoot and hoping that they are ‘missing’ members 
of his retinue. He’s a tall, severe-looking man in red 
and silver robes. Tamren can mimic the local dialect 
and he instantly recognises the characters’ accents 
as ‘foreign’. 


The sheriff introduces the characters and says that 
he found them wandering the jungle. The duchess 
remarks that she is elated that travellers to her duchy 
made it to the castle unmolested; she asks if any of 
them have seen any dragons to join the one in the 
dungeon. The sheriff says that Scout Fayn did, and 
was lucky to return alive. The duchess’ eyes widen 
as she asks, ‘Again? Does she have a death wish?’ 


Duchess Kelos asks the characters where they are 
from. Without psychic paper or general knowledge 
of the area this is a difficult question to answer. If the 
characters are honest, the duchess dismisses their 
claim as preposterous. She believes that the Queen 
created the universe for Saphirans and thus there 
are no other worlds. If the characters persist then 
she dismisses their fanciful tale for now. 


She also asks the characters if any of them bear a 
blessing (psychic Distinction of any kind) from the 
Queen. She accepts verbal confirmation, as itis poor 
form and illegal to use a blessing in the presence 
of a noble without permission, a courtesy known 
as Noble Restraint; the duchess is more paranoid 
than most, and will be insistently courteous as 
she doesn’t want her blessing to be revealed. If 
asked, the duchess looks embarrassed and says 
that those without blessings aren’t considered as 
legitimate and, without a strong hand, are targets 
of assassination. She makes it clear that she’s 
considering the possibility that’s what the characters 
are. 


If the characters ask whether Tamren has a blessing, 
he answers in the affirmative. This is a bit of sleight- 
of-hand, as Tamren’s ‘electrical bolts’ come from 
Zygon technology (see the Zygon Zapper, page 
60). He refuses to use it in front of the duchess, 
acknowledging Noble Restraint. 


Tamren is also curious about the characters, 
especially since their style of dress suggests that 
they're from somewhere else. He believes that they 
are Earth Imperial Agents trying to ferret out Ignium 
Vindicta operatives. He maintains his cover for now, 
but he starts looking for an opportunity to paint 
them as assassins (probably hired by a ‘legitimate 
noble’ keen to usurp the duchess). 


Presuming the characters don't mess things up 
too much, Duchess Kelos treats the strange and 
interesting characters as guests, and orders her 
servants to prepare a banquet. She extends an 
invitation to the archbishop, who gladly accepts. 
She orders Miko to escort the characters to their 
rooms and attend to any needs that they may have. 
Miko bows and gestures towards an arch leading to 
a turret staircase. 
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Q Scene Three: Castle Guests 

Miko leads the characters to their rooms on the 
second floor of the castle. They are nicely furnished 
with large beds and gorgeous tapestries depicting 
scenes from history and legend. There are also large 
tubs, and Miko promises to have servants come with 
hot water, towels, and fresh clothes. 


The characters have a little time before the banquet 
to do some investigating (and the whole night and 
next day — at least until midday when the bombs 
drop). Two likely places to start are the dungeon 
and the Queen's Cathedral. The characters probably 
have time to visit one of these — or both if they split 
up — before Miko summons them to the banquet. 


G Scene Four: The Banquet 

Presuming that the characters don’t do something 
to get themselves locked in the dungeon, Duchess 
Kelos has dinner with them, Ambassador Tamren, 
Archbishop Foss, Chirurgeon Hallas, and Sheriff 
Galton. Galton and Hallas are happy to report that 
Fayn is recovering well. 


Sheriff Galton also indicates that she’s taking 
another team out at first light. She believes that 
Fayn may have stumbled onto the dragons’ lair 
and she wants to flush them out. Tamren strongly 
cautions against it, claiming that Galton stands a 
good chance of losing her entire team. He offers 
to send one of his guards (a human member of the 
Vindictus team) along with them to offer aid and 
advice. The duchess is irked by his impertinence, 
but accepts. 


A SUBTLE TELL 


Tamren is suffering from headaches — a 
byproduct of the faulty Zygon technology 
— and sometimes seems unaware of where 
he is, or forgets what he was talking about. 
These distractions are only momentary, 
but a character making an Awareness + 
Intuition test (against Tamren’s Presence 
+ Convince) during these moments notes 
that Tamren acts as if he is trying to access 


someone else's memories. If pressed, 
Tamren responds that he is frequently 
distracted thanks to his ‘blessing’ as 
a telepath, one that requires constant 
concentration just to stay focused. 


If the characters try to join the expedition, Duchess 
Kelos thanks them for their assistance, but Tamren 
interrupts. He cautions the characters that the 
dragons are dangerous beasts — too dangerous 
for their ilk — and he wouldn't risk harm befalling 
guests of the duchess. He offhandedly mentions 
that a dragon snuck inside Castle Yona, killed several 
guards, and snatched a noble in the dead of night 
without getting caught. If the characters repeatedly 
insist, he agrees to save face in polite society, but 
has already made plans to deal with the newcomers 
in the night. 


The rest of the banquet goes uneventfully — the 
characters can mingle as they wish. After the 
banquet, everyone retires and gets ready for bed. 
The characters may continue to explore leads or bed 
down for the night. In either case, Tamren makes 
a move (see Scene Five: Overnight Subterfuge) 
which occurs no matter what the characters do. 


G Scene Five: Overnight Subterfuge 

If the characters are threatening, Tamren adjusts 
his schedule. Rather than wait to spring his trap on 
Sheriff Galton (see Scene One: Killing Dragons in 
Part Five on page 51), he takes a late-night stroll 
with one human guard and his Zygon spy, Teera, 
who looks identical to his other human guard. They 
go to Sheriff Galton’s room and quietly break inside 
to duplicate them. They need to take off the sheriff's 
dreamcatcher, so they stun them first. They are 
partially successful, with Teera adopting her shape 
and memories but not her pyrokinesis. 


Paranoid characters have a chance of following 
them and seeing what they're up to. Even if they 
don’t, then Fayn bumps into Tamren and Teera on 
their way out. She holds a conversation near the 
characters’ door asking the Ambassador what he’s 
doing up and so far from his room. Tamren states 
that he often paces at night, fearing that the dragons 
may be coming for him. He is obviously nervous 
to be caught out this late at night, but without a 
spectacular read on him (Awareness + Subterfuge, 
Difficulty 18) his lie is believable and convincing. 


Alternatively, if Tamren feels that the characters are 
too much of a threat, then he leaves Galton for now 
and brings two human guards and Teera to stun the 


characters and bring them down to the dungeon for 
interrogation. How this plays out depends on how 
the characters react to ‘the dragon’ (see Scene Two: 
The Dungeon, page 50). 


© Part Four: Kelos Investigations 
This part includes some areas of the castle, both 
above and below, that the characters may investigate 
either due to curiosity spurred from interactions 
with the Duchess and her retinue, or independent 
explorations of the castle after meeting with the 
Draconians in the jungle. Any of these investigations 
may draw the attention of Tamren’s covert team, 
which may accelerate the scenario into Part Five: 
Exposing the Threats (page 51). Note that, unlike 
the previous parts, the scenes here follow no 
sequential order; the characters may engage them 
or not on their own initiative. 


Q Scene One: The Queen’s Cathedral 
The Queen's Cathedral is the repository of j 
knowledge from the colonial era, all recast in 4 
religious form. The cathedral’s exterior architecture 
is based on the design of the colony ship (Ingenuity 
+ Technology, Difficulty 12, presuming familiarity 

with Tech Level 6), as the Queen Catherine was ` 
one of many ships designed with a Neo-Neo- 
Gothic aesthetic. 


a 


Inside, the church looks very much like a 
Gothic cathedral, complete with images and A 
statues to the Queen. A character viewing 4m] 
the cathedral may notice (Ingenuity + “a 
Knowledge, Difficulty 12) the remarkable 
similarities with mid-to-late 21st century 
British Queen Catherine. Various banners and 
cloths around the nave are all blue and white. i 
The cathedral also houses a vast library of books 
written and published over the last 400 years. A 
character skimming through the various books may 
get a more complete picture of Saphiran society 
(Ingenuity + Knowledge, Difficulty 15). The 
Queen birthed the Saphirans in her glorious castle 
that floated through the sky, but she found them 
unworthy of remaining with her. She released them 
onto the planet, stating that once they all learn to 
work together, she would return for them. To help 
them in their new environment she gave some of 
them spiritual powers — her blessings. 


There are also various treatises warning against 
delving into the minds of others, as to do so is to 
tempt the madness of the Abyss (see Legion and 
The Abyss on page 40). Only the Queen can read 
Saphiran minds and live. Saphirans believe that she 
continually taps the Abyss to judge them. 


Characters who linger too long soon meet 
Archbishop Foss. If the characters are on their way 
to meet the duchess prior to the banquet (see Part 
Three, page 48), the archbishop is on his way as 
well. If the characters are here after the banquet, 
he is tidying things up before the next service. The 
archbishop is a kindly, older man. He wears blue 
robes with white trim, and a blue mitre atop his 
head with four white dots arranged in a diamond. A 
character familiar with Tech Level 6 may recognise 
(Ingenuity + Knowledge, Difficulty 15) the colours 
and overall design as that of the Earth Colonial 
Service just prior to the Dalek Invasion; the four dots 
denote the rank of first lieutenant. 


The archbishop welcomes the characters as pilgrims 
and, if he’s on his way to the banquet, invites them 
to accompany him. He tells them that services in the 


church launch daily at dusk and dawn, if they need 
the Queen's guidance. Behind his helpful, pleasant 
demeanour, the archbishop hides a secret. He 
knows that the Saphirans came from another world. 
He doesn’t share this easily, but if the characters 
convince him that the world isn’t what it seems, or 
that they are aliens, then he shares what he knows. 


He won't do this until after the banquet, but he 
won't share any information the characters have 
given him during the banquet either. 


When he’s ready, Archbishop Foss takes them to 
his office where he keeps certain artefacts and texts 
under lock and key. If the characters sneak around on 
their own, they can try to open the safe themselves 
(Coordination + Subterfuge, Difficulty 18). 


Inside the safe are several relics. There is a hardcopy 
of the Queen Catherine colony ship operations 
manual, a toaster-sized survey team communicator 
(which doesn’t work thanks to the Saphiran 
dampener), a laser pistol (which doesn’t work for 
the same reason), a 3D photograph of early 22nd 
century London, and a well-thumbed hardcopy of 
C.S.Lewis’s The Complete Chronicles of Narnia. You 
may wish to add some Scaravore symbols on the 
walls in the 3D photograph of London, to add more 
clues. 


Q Scene Two: The Dungeon 

There are a couple of entrances to the dungeon: the 
main entrance outside and another secret entrance 
behind the throne room (Ingenuity + Subterfuge, 
Difficulty 18 to spot the seam in the wall). Two 
guards stand watch outside and two more are 
stationed inside the dungeon. See page @@ for a 
guard's stats. 


The ‘dragon’, a badly bruised and bandaged 
Draconian named Garn, is locked in the dungeon. 
Any character familiar with space civilisations 
can easily recognise a Draconian. Garn has been 
stripped of his clothes and is chained to the wall. 
He sleeps deeply — no amount of noise rouses 
him. A character with medical training may see 
(Ingenuity + Medicine, Difficulty 12) that Garn 
suffered electrical burns; Tamren told the duchess 
that he put down the beast as it devoured some of 
his entourage. 


Convincing, tricking, or distracting the guards are 
all possible ways into the cell, which has a lock 
that can be picked (Coordination + Subterfuge, 
Difficulty 18). Characters that get inside to examine 
Garn (Ingenuity + Medicine, Difficulty 15) can tell 
that he has been drugged — Tamren is keeping 
him sedated so that he won't tell anyone the truth. 
Without proper equipment it’s tough to tell what 
he’s been drugged with, but if given enough time 
he should recover and wake. 


If the characters enter Garn’s cell or otherwise make 
a nuisance of themselves, it gets back to Tamren 
and the duchess. Duchess Kelos will want to inquire 
further; Tamren’s going to start thinking about 
getting rid of them. 


There is one more clue inside the dungeon. There 
is a secret exit (Awareness + Subterfuge, Difficulty 
15). A Success or higher also finds the hidden lever 
needed to open it. This leads to the Escape Tunnel. 


G Scene Three: The Escape Tunnel 

Kelos Castle sits on a hill partially sculpted by a 
crevice. The builders of the castle took advantage 
of natural caves inside this hill to create an escape 
route through the dungeon and out the bottom of 
the crevice. The Zygon shuttle (see Scene Four: 
Zygon Shuttle, page 52) sits at the bottom of the 
crevice, cloaked from sight. 


Characters tracking Tamren’s movements may find 
him or other members of the Vindictus team using 
the tunnel during the night to reconvene and deliver 
instructions on the next steps of their plan. While 
there are no Ignium Vindictus members stationed 
inside the tunnel permanently, there is always the 
chance that one or more of them may be on their 
way back and forth. Thanks to the dim lighting and 
porous nature of the caverns, characters trying to 
avoid the Vindictus Team may hide in an alcove or 
side-tunnel (Coordination + Subterfuge, Difficulty 
15). Any characters captured in the tunnel are taken 
to the Zygon shuttle for questioning. 


Tamren’‘s team added lights to the tunnels to speed 
their movements. The partially natural corridors 
are lit by bioluminescent ‘barnacles’, Zygon 
technological devices that give off a soft green glow 
whenever they detect a large heat signature like a 
human or Zygon body. If the characters manage to 


throw suspicion at the Escape Tunnel, then Tamren 
tries to have his team (probably Teera) turn off and 
remove the devices if possible. 


O Part Five: Exposing the Threats 

Once the characters have learned enough about 
what is going on, they're going to want to put an 
end to it and get back to the TARDIS. Tamren is also 
working fast; he’s getting frustrated at the lack of 
progress and decides to kidnap a Saphiran or two. 
Galton, Hallas, and Archbishop Foss are on his list, 
but he'll make do with only one or two of them. 


As with Part Four, the scenes in this part aren't listed 
in any order. Circumstances dictate which ones the 
characters encounter based on player decisions and 
actions. 


Q Scene One: Killing Dragons 

Sheriff Galton is next on Tamren’s list and, presuming 
that Tamren hasn't altered his plans thanks to the 
characters, he has a trap set for the unsuspecting 
sheriff. Knowing Galton’s feelings for Fayn, Tamren 
knows that Galton will return to the forest and look 
for dragons. Tamren embeds a Zygon spy in any 
group Galton forms and keeps one of his human 
team hidden near the Draconian ship armed with a 
rudimentary gun (similar to the ones the Draconians 
created). Between the two of them, one should be 
able to catch Galton with their guard down and 
kill the others, hopefully placing the blame on the 
Draconians. He has three Zygons waiting for Galton 
in the Draconian ship (see Scene Two: The Crater, 
page 43) and has embedded a Zygon spy in Galton’s 
group of five scouts. 


The characters may get involved in several ways. 
They may be part of Galton’s scouting team, they 
may be at the Draconian nest when Tamren’s 
ambush attempt is discovered, they may have 
followed Tamren’s ambush team, or they may simply 
stumble into it while wandering through the jungle. 


In any event, once Galton’s team discovers the 
wreckage, the Earth agents spring their trap. Zygons 
emerge. They attempt to kill the scouts and render 
Galton, and any characters with her, unconscious. 
They intend to take their prisoners back to the 
Zygon Shuttle for interrogation and transport off- 
world. 
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Fortunately, the Draconians are also ready. They've 
been waiting to counter-attack and try to fight off 
the Zygons. In the fog of war (and in grand Doctor 
Who tradition), they'll likely rescue any characters 
from being taken, but Galton and perhaps one 
or more of the unconscious characters end up 
becoming prisoners of Ignium Vindicta. If the 
characters manage to overpower Tamran’s team, 
then the Draconians once again offer a hand of 
friendship to work towards saving Saphira from 
being bombarded. 


Q Scene Two: Earth Interrogation 

If the characters are captured, then Tamren is 
going to interrogate them. If they are locked in 
the dungeon then he waits until he can ‘replace’ 
the guards with Borox and Teera, but if they are in 
the Zygon shuttle or another isolated location, he 
doesn’t need to wait. If one or both of the Zygons 
are unavailable, Tamren risks stunning human 
guards to interrogate the characters. 


During the interrogation, Tamren demands to know 
why they are here. He believes them to be agents 
of Earth and threaten his plan, which Tamren is 
not interested in abandoning. He is an extremist, 
believing that the Draconians must be checked by 
any means necessary, but primarily acts out of fear 
and believes he is doing the right thing. Still, he 
knows that his time is running short and he offers 
to spare the characters’ lives if they aid him in 
removing Galton, Hallas, and the archbishop to his 
shuttle for transport. 


YOU'RE AN IDIOT, TAMREN! 


Tamren’s entire plot hinges on a faulty 
premise, one that a character may realise 
(Ingenuity + Science, Difficulty 18) — 
the advanced psychic traits are a result 
of amplification by the crystalline matrix. 
Any attempt to duplicate the powers off- 


world simply can’t occur, and the reason 
Zygon technology can’t duplicate it here is 
because Saphiran brains have been subtly 
rewired, something that could happen to 
the Vindictus team in time. 


If the characters refuse to cooperate, he informs the 
duchess that the characters are indeed assassins, 
but he has been unable to uncover their master. 
Perhaps some ‘persuasion’ may assist? 


G Scene Three: A Desperate Move 

Ifthe characters haven't learned about the Draconian 
bombardment by morning, then Skrayla approaches 
the castle with her hands up. She wants to give the 
Saphirans and the Earthlings one last chance to 
save themselves before the bombardment. 


If Tamren is around he'll have none of it and demand 
that Duchess Kelos’s guards kill Skrayla before she 
harms them. Obviously, any observing characters 
will have different ideas and need to convince the 
duchess to spare Skrayla. Skrayla can't communicate 
with them, but the TARDIS enables the characters to 
communicate (canny characters may play this as a 
‘blessing’). 


G Scene Four: The Zygon Shuttle 

The Zygon shuttle sits at the bottom of the hill in 
the crevice between the castle and the rest of 
the mountain. It can be accessed by the caverns 
(see Scene Three: Escape Tunnel, page 51) — 
an entrance is only a few metres above, and the 
Vindictus team has created natural-looking steps for 
people to climb the rest of the way. 


The shuttle is an almost entirely bio-organic vessel 
that looks like a barnacle-covered crab without 
claws. Its primary systems operate on bio-organic 
technology, but both its armaments and its backup 
systems are adaptations of Earth technology and 
don’t work within Saphira’s atmosphere. The shuttle’s 
exterior is covered with a sticky mucus that enables 
the ship to be camouflaged with local materials — 
in this case it looks like just another fallen rock at the 
bottom of the crevice. 


The shuttle is guarded by the remainder of the 
Ignium Vindictus team. Characters may notice Dr 
Bromos preparing hibernation chambers for any 
Saphirans they capture (Ingenuity + Technology, 
Difficulty 15). She plans on giving prisoners the 
same drug that she used on Garn to keep them 
sedated for the journey. 


Some of the hibernation chambers are already being 
used, most notably for the real Tamren and anyone 
else that the Zygons are currently masquerading as. 


Should the Earth team be overpowered, a character 
can operate the shuttle (Coordination or Ingenuity 
+ Transport, Difficulty 12, or 18 if unfamiliar with 
bio-organic technology). 


Q Scene Five: Preventing Armageddon 

No matter how the situation unfolds on Saphira, 
at some point the characters are going to want to 
transmit a message to the Draconian dreadnought 
to stop them from carpet bombing the planet. 
There are several ways to accomplish this, but each 
has its own hazards. 


1. The characters can commandeer the Zygon 
shuttle. This is the easiest of the solutions as 


it involves simply getting inside the shuttle 
and piloting it to space. Unfortunately, unless 
the characters have one or more Draconians 
with them (or a character well-respected in the 
Draconian Empire) then the Draconian Captain 
has the ship grappled by abduction beam to 
interrogate the crew later and commences with 
the planetary bombardment. 


. Using jiggery-pokery to create a psychic 


communicator capable of resisting the planet's 
crystalline matrix (Ingenuity + Technology, 
Difficulty 27 and probably several Story Points!). 
The Gamemaster can reduce the difficulty for 
particularly creative solutions. 


. The characters could send a message from the 


Zygon vessel. 


. The TARDIS rewires enough of its psychic circuits 
to come back online. This requires a few Story 
Points. 


. The characters convince Duchess Kelos to stand 


near the TARDIS. Her power dampens the 
psychic field enough for the TARDIS to regain 
power and dematerialise. 


The biggest danger of any of these methods is the 
lack of Draconian support. The characters either 
need a Draconian to transmit the message, or 
they need the proper codes from the Draconians 
to placate the cruiser’s captain that her commando 
team has not been compromised. 


G Epilogue: Tying Up Loose Ends 

Once the characters have prevented the Draconian 
dreadnought from bombarding Saphira (or at least 
this corner of it) and stopping Tamren’s plot two 
questions remain: what should Saphira do moving 
forward, and how can the characters get off-world? 


The former depends on how the adventure played 
out. Saphira can happily go along being as they 
were, they could make plans to return to Earth, or 
they could join one of the Empires (or perhaps be 
part of a joint-venture between Earth and Draconia). 
Let the characters take the lead in this. 


As for getting home, the TARDIS can either be lifted 
into orbit via the Zygon vessel, reactivate thanks to 
the Duchess being nearby, or the characters simply 
waiting until the psychic circuits finish rerouting and 
building enough power to dematerialise. 


SAPHIRAN TIGER 
Concept: Six-Legged Blue Feline 
Focus: Predator 
Awareness: 4, Coordination: 4, 
Ingenuity: 1, Presence: 4, Resolve: 4, 


Strength: 7 


Skills: Athletics 5, Conflict 4, Intuition 3, 
Subterfuge 4, Survival 3 


Distinction: Tiger — natural weapons 
(claws, teeth: Str +2), grapple 


Weapons: None 
Tech Level: 1 


Story Points: 2 


SHERIFF GALTON 
Concept: Defending Saphiran Sheriff 
Focus: Law 
Awareness: 4, Coordination: 3, 
Ingenuity: 3, Presence: 4, Resolve: 4, 


Strength: 4 


Skills: Athletics 3, Conflict 4, Convince 4, 
Intuition 4, Survival 3 


Distinction: Psychic — at an Advantage to 
resist mental attacks, also produce fire for 


(3/7/10) damage 


Weapons/Equipment: Armour (reduces 
damage by 2), Sword (Str +2 damage) 


Tech Level: 3 


Story Points: 4 


SAPHIRAN SCOUT 
Concept: Saphiran Soldier 
Focus: Service 
Awareness: 3 Coordination: 3, 
Ingenuity: 1, Presence: 1, Resolve: 3, 


Strength: 3 


Skills: Athletics 3, Conflict 3, Intuition 2, 
Subterfuge 2, Survival 2 


Distinction: none 
Weapons/Equipment: Armour 
(reduces damage by 2), Sword (Str +2), 
Spear (Str +4), Bow (1/3/4) 


Tech Level: 3 


Story Points: 1 
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CASTLE GUARDS 
Concept: Loyal Human Guard 
Focus: Serve 
Awareness: 2, Coordination: 3, 
Ingenuity: 1, Presence: 1, Resolve: 4, 
Strength: 3 
Skills: Athletics 2, Conflict 2, Intuition 1 
Weapons/Equipment: Armour — 
protection for the chest and head, 


reduces damage by 4 


Sword (Str +2), Polearm (Str +4), 
Crossbow (2/4/6) 


Tech Level: 3 


Story Points: 2 


CHIRURGEON HALLAS PRAKE 


Concept: Saphiran Practitioner 
Focus: Healing 


Awareness: 3, Coordination: 2, 
Ingenuity: 4, Presence: 4, Resolve: 4, 
Strength: 2 


Skills: Convince 3, Intuition 2, 
Medicine 4*, Science 3 


*Hallas is very knowledgeable about the 
body and how it works, as it is necessary 
for her to extend her healing skill. She 
is completely ignorant of any practical 


applications of medicine, as her solution to 


any injury is to use her psychic abilities. 


Distinction: Psychic Healing — psychically 
able to heal wounds and injuries on herself 


or those she touches. Spending a Story 


Point means she can heal 5 Attribute levels 


in a few minutes. 
Weapons: None 
Tech Level: 3 


Story Points: 3 
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> A DUCHESS CEYLANA KELOS 
Concept: Saphiran Ruler 
Focus: The People 


Awareness: 3, Coordination: 3, 
Ingenuity: 3, Presence: 5, Resolve: 4, 
Strength: 2 


Skills: Athletics 2, Conflict 2, Convince 4, 
Intuition 2, Knowledge 3, Subterfuge 2 


Distinction: Psychic — Can resist mental 

attacks. She keeps these abilities secret, 

preferring to state she wasn't ‘blessed by 
the Queen’. 


Psychic Dampening — Ceylana’s psychic 
abilities also stop other psychic activity 


within her close proximity. 


Weapons: None 
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Tech Level: 3 


Story Points: 6 
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CHIEF HUGH TAMREN 


Concept: Zygon Infiltrator 
Focus: Control 


Awareness: 4, Coordination: 3, 
Ingenuity: 4, Presence: 4, Resolve: 5, 
Strength: 3 


Skills: Athletics 3, Conflict 4, Convince 4, 
Intuition2, Knowledge 4, Subterfuge 3, 
Survival 3, Technology 4, Transport 3 


Distinction: Zygon — can assume 
any form it has synchronised with, and if 


they spend a Story Point, can use a natural 


weapon in the form of an electrical 
discharge that does (S/S/S) or 
(4/L/L) damage. 


Weapons: Zygon Zapper — (S/S/S) 
or (4/L/L) 


Tech Level: 6 


Story Points: 10 


MIKO 
Concept: Servant to the Duchess 
Focus: Service 
Awareness: 3, Coordination: 3, 
Ingenuity: 3, Presence: 3, Resolve: 3, 


Strength: 4 


Skills: Athletics 2, Conflict 1, Convince 2, 
Intuition 2, Knowledge 3, Subterfuge 3 


Distinction: None 
Weapons: Staff (Str +2) 
Tech Level: 3 


Story Points: 2 


ARCHBISHOP EDWICK FOSS 


Concept: Knowledgeable Religious 
Historian 


Focus: History 


Awareness: 2, Coordination: 3, 
Ingenuity: 3, Presence: 4, Resolve: 4, 
Strength: 2 


Skills: Conflict 2, Convince 4, Intuition 2, 
Knowledge 4 (Religion 6), Science 2, 
Subterfuge 2, Technology 1 


Distinction: Psychic — Edwick has 
telekinetic abilities, able to lift items using 


his Resolve rather than Strength. Lifting an 


item requires the expenditure of a Story 
Point. He can also throw a telekinetic 
‘punch’ that does (2/4/6) damage. Finally, 
he can protect himself against psychic 
attack. 


Weapons: None 
Tech Level: 3 


Story Points: 4 


DIDVW 4O ANIA V | JdYHL XJlLdVHO 


59 


JAOAVAVOS JO SISNOSS IHL | OHM YOLDOG 


60 


EARTH TEAM MEMBER 


Concept: Stellar Explorer 
Focus: Earth Empire 
Awareness: 3, Coordination: 3, 
Ingenuity: 3, Presence: 3, Resolve: 3, 
Strength: 3 
Skills: Athletics 3, Conflict 3, Convince 2, 
Intuition 1, Knowledge 3, Medicine 3, 
Science 2, Subterfuge 3, Survival 4, 
Technology 3, Transport 3 


Distinction: None 


Weapons: Long Knife (Str +2), 
Zygon Zapper (S/S/S) or (4/L/L) 


Tech Level: 6 


Story Points: 2 


DOCTOR SEYLA BROMOS 


Concept: Zygon Inflitrator 
Focus: Infiltrate 


Awareness: 3, Coordination: 2, 
Ingenuity: 5, Presence: 4, Resolve: 4, 
Strength: 5 


Skills: Athletics 3, Conflict 2, Convince 2, 
Craft 2, Intuition 2, Knowledge 3, 
Medicine 4, Science 6, Subterfuge 4, 
Survival 5, Technology 4, Transport 3 


Distinction: Zygon — capable of 
assuming the form of a humanoid that it 
has synchronised with through body-print 
technology. Can interface with the organic 
controls of a Zygon ship (putting them at 
an Advantage on any rolls), and, if they 
spend a Story Point, can use a natural 
weapon in the form of an electrical 
discharge that does S/S/S or 
4/L/L damage. 


Weapons: None 
Tech Level: 6 


Story Points: 3 


ZYGON ZAPPER 


This biological gun looks like a large 
barnacle and can be attached to any part 
of a character’s body. To use this gadget, 
the character must place the device in the 
palm of their hand and point it towards the 
opponents they wish to attack. Uses a Story 
Point for each attack which can be ‘topped 
up’ from the character using it while it is 
attached. 


Distinction: Zap (S/S/S) or (4/L/L) 


Story Points: 3 
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O Planet: Earth 
Q Year: 1843 


The expansion of civilisation is a volatile period 
for many worlds, rife with conflict and disaster. 
Refugees take to the stars, seeking sanctuary. Some 
flee their world under more dubious circumstances 
and need a place to hide. Earth of the 19th century 
is no different. Its primitive technology level and 
scattered population density on each continent 
makes it the ideal destination for alien species 
looking to lay low for a few decades. Forced to 
hide their appearance to live among humans, the 
westward expansion of the United States attracts 
many of these interstellar refugees with the promise 
of a new beginning in the untamed wilderness of 
California and Oregon. 


The Setup 

The Swannson wagon train shelters over a dozen 
aliens with tempting bounties on their heads — 
a prime target for unscrupulous aliens. The big 
payday and the prestigious reputation of so many 
takedowns is a draw for any bounty hunter looking to 
make a name for themselves, and the shapeshifting 
hunters known as the Dysen Teri have detected an 
alien signal. 


The Swannson wagon train set out from 
Independence, Missouri on the long journey west 
to Oregon, following what will be known as the 
Emigrant Road. Three days ago, the wagon train was 
stranded beside the Sweetwater River in Wyoming 
due to multiple broken axles and wheels. Alien 
members of their group disappear in the night while 
they were on watch. On the night the characters 
arrive, another member of the wagon train is 
attacked. The characters are quickly embroiled in 
the mystery, but absolved of any suspicion when a 
murder occurs while they are interacting with other 
members of the Swannson wagon train. 


Tension mounts as more members are taken or 
killed. The body of a poacher sets the wagon train 
against one another as they realise their enemy 
could be hiding among them. The difficult task of 
unmasking the bounty hunter leads to a cat-and- 
mouse game as the bounty hunters evade members 
of the wagon train and the party. 


The means of unmasking the enemy can be found 
nearby through the Sweetwater Springs: the Dysen 
Teri are vulnerable to the alkaline chemicals naturally 
occurring in the water and soil. Direct exposure will 
cause the shapeshifters to lose their grip on their 
current form and revert to their natural state. 


© Act One: Once Upon a 

Time Machine in the West 

In the first act, the characters arrive near the 
Swannson wagon train as it suffers from setbacks 
along the Emigrant Road. Unfortunately, the timing 
is just as one of the pioneers goes missing and the 
characters will have to prove their innocence. Any 
suspicions may be eased as more people disappear, 
and culminates in a grisly discovery. 


Q Following the Trail 

On Earth, in 1843, advanced alien technology 
acts as a beacon across space and time. There are 
occasional blips in the high-population cities of 
Europe and Asia, with a few on the eastern coast 
of America. However, a cluster of signals suddenly 
appears in America’s west, scarcely populated at 
this period of time. This influx of signals is coming 
from the wilderness of Wyoming, slightly off the 


Emigrant Road. Among these technological signals 
is a single, garbled distress call that contains two 
words: ‘Help us.’ 


Following the signals to their source requires an 
Awareness + Technology Test (Difficulty 12). 
Failure means they are a little off track, but any 
result Almost or above leads the characters in the 
correct place. A Brilliant result means the character 
discovers the signals of a number of interstellar 
bounty hunters on course for Earth. Bounty hunters 
are nasty customers who have little concern for 
collateral damage or the local population. 


The characters arrive before daybreak, somewhere 
along the Emigrant Road. The heat and humidity 
indicates they've arrived in late summer. A nearby 
river cools the air. They can see a large wagon 
train stirring with morning activity less than a mile 
upstream, but a successful Awareness + Intuition 
Test (Difficulty 9) reveals the sounds of oxen and 
mules nearby and the light of a fading campfire 
through the sparse tree line. 


Should the characters head towards the larger 
wagon train upstream, have them encounter the 
riderless horse (see Horse Without a Rider), bringing 
the characters back to the smaller encampment. 
They could head straight to this smaller camp to 
investigate, but will likely be spotted by a patrolling 
guard and taken into camp (see Guard Detail). If 
they have any technology with them to track alien 
signals, the readings lead towards the smaller 
camp, though it is unclear if they are from within the 
encampment itself. If the characters manage to get 
to the camp without being spotted, the guards find 
the riderless horse and lead it back to the camp. 


Guard Detail 

Through the trees, a figure on horseback emerges, 
clothed in a roughly-made tunic of tanned hides 
and a leather cap. Between the unkempt beard and 
the low lighting, the stranger's features are difficult 
to see, but the loaded rifle aimed at the party is 
not. The figure stares at the party for a long moment 
before he demands in a low baritone, ‘What’s your 
business here?’ 


A few minutes later, another guard on horseback 
arrives. Despite the humidity, this guard is dressed 
head to toe in layers, including a fur-lined jacket. 
Their face is concealed by a head cloth that leaves 
the eyes bare but the voice that calls to the hide- 
clad Ben is distinctly feminine and curt. She informs 
the other guard ‘Yoon’s horse’ is wandering around 
without a rider. Ben turns to the party and demands 
‘What did you do to Yoon?’ 


The other guard, Nesta, suggests they bring the 
party back to camp for questioning — head to 
Welcome Wagon on page 74. 


Horse Without a Rider 

While scouting the area, the party stumbles upon 
a horse with an empty saddle. The horse's coat is 
covered in sweat, as if it just ran a great distance, 
and is somewhat spooked by the group’s presence. 
The animal prances at first approach but if a 
character approaches slowly, the horse's ears flick 
back and forth before it stands still. Anyone passing 
an Awareness + Intuition Test (Difficulty 15) or 
Awareness + Medicine (Veterinary) (Difficulty 12) 
notices there is foam around the bit in the horse's 
mouth — this, coupled with it being covered in 
sweat, reveals it is deeply afraid. There is no sign of 
the rider. Characters can calm it with a Presence + 
Convince or Survival Test (Difficulty 12). 


Two figures on horseback emerge from the trees: 
the guards described in Guard Detail above. Ben 
demands to know what they did to Yoon. 


The characters can profess their innocence and offer 
to help. However the characters proceed, the guards 
decide to bring them to camp for questioning, and 
for safety — it’s dangerous to wander away from the 
camp. Observant characters notice that Ben’s gun is 
always discreetly trained on them. 


GEORGE P. SWANNSON 
Concept: Protective Pioneer 
Focus: Family 
Awareness: 3, Coordination: 2, 
Ingenuity: 3, Presence: 4, Resolve: 3, 


Strength: 3 


Skills: Athletics 2, Conflict 1, Convince 3, 
Knowledge 2, Survival 3, Transport 2 


Distinction: None 


Weapons: Single shot pistol (2/5/7) 


Tech Level: 4 


Story Points: 6 


Q The Swannson Wagon Train 

In April of 1843, amid the torrent of wagons pouring 
out of Independence, Missouri, another group of 
travellers set out from one of the smaller towns 
surrounding the settlement. The caravan followed 
one the numerous smaller trails that fed into the 
Emigrant Road. 


Compared to other wagon trains of the time, the 
Swannson train is dangerously small. It consists of 
two dozen wagons manned by a handful of families 
and lone pioneers. The reason for their small number 
is the makeup of the group: a mixture of humans 
and aliens. Many of the aliens in the Swannson train 
have obvious alien features that make blending 
in difficult. Others have less immediately-evident 
reasons for joining such a covert band — these 
reasons come to the fore as members of the train 
begin to vanish one by one. 


Below is a list of the prominent members of the 
Swannson train, with suggestions of how they speak 
and interact, and any ‘tells’ they have which could 
indicate to the observant if they have been replaced 
by a shapeshifting bounty hunter. Their descriptions 
also list any secrets they may hide. 


George P. Swannson 

Wagon Master George P. Swannson is an unassuming 
farmer from Missouri who fell in love with a woman 
from the stars. George married alien refugee Mara 
and adopted her daughter before the couple had 
a child of their own. George is a loyal and honest 
leader. He wants nothing more than to keep his 
family safe and longs to find a new home where 
his wife and children can live openly, without the 
need to hide themselves. Originally hailing from the 
south, George speaks with the lilt of a Tennessee 
native. 


Despite his knowledge of alien life, George is a man 
of religion. He was married once before, though 
he lost his first wife in childbirth. Unable to raise 
the child by himself, he gave it away to another 
family — a decision he struggles with every day, 
wondering if the current dire situation is a divine 
punishment for that choice. George views Mara as a 
gift from the heavens and an answer to his prayers, 
one that he’s had to protect with deadly force. He 
knows someone is coming for Mara and fears he will 
not be strong enough to save her. He keeps a stolen 
pistol close, hoping it will be enough. 


Mara Swannson 

Mara is an Ara’nai, a species of aliens with the 
innate biological ability to sense deception through 
changes in bodily chemicals. As a living lie detector, 
it is difficult to deceive her without technological 
aid. Mara knows many of the secrets of her fellow 
travellers and uses that knowledge to ensure they 
keep a united front. Mara fled a world at war. 
Her first husband died a political prisoner and his 
actions landed a price on her head, but Mara will do 
anything to keep her new family safe. 


Mara's speech shares her husband's southern drawl, 


with a hard pronunciation on some consonant $ ' eS 
sounds, such as ‘t's and ‘r's. This is a carry over from a — a. eae a 


her native language, one she sings songs in when 
around the evening campfire, lulling her children to 
sleep, or as she works on menial tasks. The singing 
has a physical effect on those around her: a run off 
of her empathic abilities that produces a calming 
influence. Unfortunately, the mutable physiology of 
the Dysen Teri makes the bounty hunters immune 
to this. Mara not only has her own share of secrets 
regarding her bounty, she is the secret keeper 
for the aliens in the wagon train, a job she takes 
seriously since her first husband's inability to enter 
her confidence cost her everything. 


MARA SWANNSON 


Concept: Hunted Ara’nai 
THE ARA’NAI 


Focus: Family 


The Ara’nai home planetis in a neighbouring 

solar system within our galaxy. Physically, Awareness: 4, Coordination: 2, 
the Ara’nai are humanoid aliens, with ridges Ingenuity: 3, Presence: 3, Resolve: 4, 
down the bridge of the nose, along their Strength: 2 
cheekbones, and skull. Their ears have deep 

spirals similar to a nautilus shell. The Ara‘nai Skills: Craft 3, Intuition (Sense Lies) 6, 
can detect the chemical signals the brain Knowledge 2, Medicine 2, Subterfuge 1, 
produces under stress, acting as natural Survival 1 

lie detectors. The Ara’nai homeworld is 

gripped in a civil war, a bloody conflict Distinction: Ara‘nai — alien in 
spanning decades. An entire generation appearance, they have a natural 
was wiped out and many citizens scattered sense for when someone is lying 

to the stars. Mara and her daughter Lia (Advantage on lie detection) 
sought a new life on earth after her mate 

died fighting. She found a new life and a Weapons: None 

new beginning with George Swannson. A 

constant support to her husband, she is a Tech Level: 6 

testament to perseverance, determined 

to make a home for her family in untamed Story Points: 4 

Oregon. 
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LIA SWANNSON 
Concept: Ara’nai Child 
Focus: Curiosity 
Awareness: 4, Coordination: 4, 
Ingenuity: 2, Presence: 2, Resolve: 3, 


Strength: 1 


Skills: Athletics 2, Convince 1, Craft 1, 
Intuition (Sense Lies) 3, Subterfuge 1 


Distinction: Ara’nai — alien in 
appearance, they have a natural 
sense for when someone is lying 

(Advantage on lie detection) 
Weapons: None 


Tech Level: 4 


Story Points: 4 


Lia and Owen Swannson 

These siblings and their human friend, Constance, 
appear to be the only children in the wagon train. 
Lia is Ara’nai like her mother and much more 
reserved than her younger brother. Owen is half- 
human, friendly and forward with an adventurous 
spirit that often gets the trio in trouble. Although 
the youngest, he often leads conversations. The 
children have free reign of the train and have 
overheard many secrets they were not meant to 
hear. They are a great resource of information about 
any unusual happenings along the trail. Owen and 
Lia share George’s Tennessee accent. Lia was too 
young to retain the same accent as her mother and 
remembers little of her native world. 


The siblings’ moods often feed on one another due 
to their species’ unique ability. Although they are 
not twins, they do share a similar sympathetic bond 
and can sense one another's pain or fear. Owen's 
truthsense is far weaker than his sister's, but he does 
know some of the adults are ‘sick inside’ — whether 
this is from illness or because they are not who they 
seem, he does not know. He keeps this secret, but 
the information weighs on him the longer he does. 


OWEN SWANNSON 


Concept: Human-Ara’nai Child 
Focus: Curiosity 
Awareness: 3, Coordination: 3, 
Ingenuity: 2, Presence: 3, Resolve: 4, 


Strength: 1 


Skills: Athletics 3, Convince 2, Craft 1, 
Intuition 2, Subterfuge 1 


Distinction: Half-Ara’nai — alien in 
appearance, they have a natural 
sense for when someone is lying 

(Advantage on lie detection) 
Weapons: None 


Tech Level: 4 


Story Points: 4 


Constance Booker 

Constance is a human who appears to be suffering 
some sort of chronic illness, but her symptoms 
don’t add up. At times lively and energetic, she 
runs around with the other children without a care, 
only to suddenly and rapidly sicken and collapse. 
However, after a quick visit to Dr Halifax's wagon 
for a ‘treatment’, Constance emerges right as rain 
every time. Constance was born and raised in 
the heartland, her speech coloured by the local 
Minnesota flair. She is quiet by nature, but when she 
got sick, she became nearly silent. 


The instrument Halifax uses to treat her illness 
leaves a Lichtenberg mark, which can be partially 
seen on the side of her neck. 


Nesta 

Silurians have a reputation for arrogance and 
superiority, and Nesta is no exception. She did not 
come to Earth like the other travellers in the wagon 
train. In the late 1830's, Nesta’s cryogenic chamber 
was disturbed by a natural disaster, a cave-in that 
destroyed the other Silurians in her colony. She 
emerged on the surface somewhere in Virginia. 
Alone and shocked by the rise of the savage apes, 
she spent several years in hiding as she attempted 
to locate other colonies — without success. 


Discouraged, she eventually wandered to the 
Midwest when she heard the promise of expansion 
further afield. Nesta joined the Swannson wagon 
train under the pretence of solace in the wilderness, 
though she still intends to look for underground 
Silurian colonies. 


Nesta mostly keeps to herself on the trail, but has 
developed a fondness for the children, especially the 
sickly Constance. Nesta possesses a cultured English 
accent with a faint hint of Virginian, the place where 
she surfaced. She knows about Halifax's hidden tech 
but does not understand why he insists on keeping 
it a secret. Nesta’s goal is to reach the West Coast; 
she will not allow anything to derail that goal. She 
knows there are other Silurian colonies slumbering 
beneath the surface to the west — maybe with the 
limited human population there, the Silurians could 
rise again to reclaim the world. 


CONSTANCE BOOKER 
Concept: Sickly Human Child 


Focus: Friends 


Awareness: 2, Coordination: 3, 
Ingenuity: 2, Presence: 3, Resolve: 1, 
Strength: 1 


Skills: Athletics 1, Convince 1, Craft 1, 
Intuition 1 


Distinction: None 
Weapons: None 
Tech Level: 4 


Story Points: 2 


NESTA 
Concept: Silurian Survivor 
Focus: Westward! 


Awareness: 4, Coordination: 4, 
Ingenuity: 4, Presence: 3, Resolve: 4, 
Strength: 3 


Skills: Athletics 4, Conflict 3, Convince 3, 
Intuition 3, Science 3, Subterfuge 3, 
Survival 2, Technology 3, Transport 1 


Distinction: Silurian — Hardy alien with a 
tough natural armour (reduce damage 
by 5). Survives in extreme heat but 
weakened by the cold. Natural weapon 
(tongue: range 3m) that injects a poison 
(Strength + Resolve roll every hour to 
avoid mutation or death). 


Weapons: M1819 Hall rifle (3/6/9) 
Tech Level: 6 


Story Points: 4 
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Styne 

Sontarans have a reputation for fighting and a love 
of war. Styne is the absolute exception. A Sontaran 
pacifist, Styne left his brethren over ideological 
differences. He sought refuge on Earth because it 
was a primitive, backwater culture that would allow 
him to live in peace. 


Who knew a Sontaran could be a pacifist? Styne 
adheres to a strict non-violence policy similar to 
Buddhists, with abundant respect for all forms of 
life. His presence in the Swannson train is a mystery 
other than his supposed desire to seek communion 
with nature. His extreme patience and easy-going 
nature make him a surprisingly good caretaker for 
the children. Though said to have a superb singing 
voice, Styne refuses to even speak. The vow of 
silence is a recent affectation, taken after a violent 
encounter in a bar back in Missouri. 


Styne usually wears loose-fitting robes like a monk, 
pulling the hood over his alien appearance when 
close to accustomed Earthlings. 


Unknown to his travelling companions, Styne’s 
military programming came to the surface during 
a nasty bar brawl in Wyoming. Sontaran instinct 
overrode his peaceful ways, and when he finally 
came to, he was surrounded by the unconscious 
or dead bodies of the bar's patrons. He fled the 
scene, aided by Jax. Skipping town, they hitched 
a ride with the Swannson wagon train, hoping and 
praying this side of him never surfaces again. It has 
made Styne wary and watchful of strangers, and 
he goes out of his way to avoid interaction. He has 
observed everything happening on the wagon train 
and knows many secrets but refuses to speak or 
divulge information. 


STYNE 
Concept: Pacifist Sontaran 
Focus: Peace 
Awareness: 3, Coordination: 4, 
Ingenuity: 3, Presence: 4, Resolve: 6, 
Strength: 6 
Skills: Athletics 2, Conflict 4, Convince 2, 
Intuition 1, Science 3, Subterfuge 1, 
Survival 4, Technology 2, Transport 3 
Distinction: Sontaran — Tough and able 
to withstand injury (reduce damage by 2), 
strong and resilient. 
Weapons: None 


Tech Level: 7 


Story Points: 4 


Jax 

A lone Judoon is difficult to hide, even in a wagon 
train full of aliens. Though known for their prowess 
as mercenaries and galactic law enforcement, Jax 
is not particularly bright. Left behind on a routine 
criminal extraction in New York, 1841, Jax spent 
a great deal of time blundering about the human 
populace. Whilst visiting a travelling carnival, the 
Swannsons saw through the ruse of the ‘Rhino Man’ 
and took pity on him, hiring Jax as security. Jax is 
still not adept at disguising his appearance. He 
might look like a humanoid rhino wearing a sack — 
and he is — but he still serves as the wagon train’s 
muscle and makes an excellent guard. 


Jax speaks falteringly with a thick Boston-lrish 
accent he picked up from the carnival barker who 
took him in. George and Mara rescued Jax from 
the carnival, but it was Jax who suggested they hire 
Ben. He feels responsible for the drunk, looks out 
for him, and will always defend him. Jax overheard 
the bar altercation that led to Styne’s vow of silence, 
entering the saloon and restraining Styne until he 
calmed down and came to his senses. He was sure 
he saw Ben on the floor in the bar, but Ben was 
frequently dead-drunk. Jax suggested that Styne 
join the Swannson wagon train, knowing George’s 
kindness towards wayward aliens on this unforgiving 
planet. 


Dr Halifax 

Doctors are rare and incredibly valuable on the 
Emigrant Road. The Swannson wagon train had 
the good fortune not only to find a medical 
professional, but an alien doctor familiar with the 
physiology of numerous species — or so he claims. 
Dr Theo Halifax is a Kahler, identified by his green 
facial markings, who came to Earth as Kahler Teo. 
To adapt and blend with human culture, he took the 
name Theo Halifax and explained his facial markings 
as an honorary tattoo from the native tribes he 
treated for yellow fever. 


Halifax travels with his companion, Daniel Warner. 
His medical knowledge is a boon to the Swannson 
train, though he often loudly laments the loss of his 
technology. Halifax is actually a former dentist and 
is using some advanced Kahler technology he has 
concealed to maintain the lie he told the Swannsons. 


JAX 
Concept: Abandoned Judoon 


Focus: Acceptance 


Awareness: 2, Coordination: 2, 
Ingenuity: 1, Presence: 4, Resolve: 5, 
Strength: 7 


Skills: Athletics 1, Conflict 3, Convince 2, 
Intuition 1, Knowledge (Galactic Law) 1, 
Subterfuge 1, Survival 3, Technology 2, 

Transport 3 


Distinction: Judoon — Slow and 
imposing, tough skin (reduce damage 
by 2), and can survive without air or in a 
poisonous environment. 
Weapons: Judoon Blaster (4/L/L) 
Tech Level: 7 


Story Points: 3 


DR THEO HALIFAX (KAHLER TEO) 
Concept: Kahler Physician 
Focus: Advancement 
Awareness: 4, Coordination: 4, 
Ingenuity: 4, Presence: 2, Resolve: 3, 
Strength: 2 
Skills: Conflict 3, Convince 5, Intuition 3, 


Knowledge 2, Medicine (Dentistry) 4, 
Science 4, Subterfuge 3, Survival 2, 


Technology 4, Transport 2 


Distinction: Kahler — slightly alien 
appearance, with a natural knack 
for technology (Technology rolls 

at an Advantage) 
Weapons: None 


Tech Level: 6 


Story Points: 5 


‘DANIEL WARNER’ 
Concept: Dysen Teri Bounty Hunter 
Focus: The Hunt 
Awareness: 4, Coordination: 3, 
Ingenuity: 4, Presence: 2, Resolve: 3, 


Strength: 2 


Skills: Conflict 3, Intuition 1, Science 4, 
Subterfuge 4, Technology 4, Transport 2 


Distinction: Dysen Teri — shapeshifting 
alien able to adopt the form of humanoids 
of a similar build. Vulnerable to alkali (must 

pass a Resolve + Survival Test, Difficulty 

18, every minute or suffer 2/4/6 damage 

until an antidote is administered). 


Weapons: Poison syringe 
(paralytic poison, Resolve + Survival 
Test to resist Difficulty 18) 
Tech Level: 6 


Story Points: 4 


His loud laments try to disguise the fact that he 
still has access to advanced medical technology 
— technology that makes him look like a more- 
competent doctor than he actually is. Halifax spends 
the majority of his time in his wagon ‘fiddling with 
herbs’, though he is actually tinkering with the 
technology for his own experiments. Halifax wishes 
he had more of the Kahler medical technology, but 
has to make do with what's at hand. When asked why 
he is on Earth, he vaguely mentions ‘professional 
differences’. 


He speaks with the cultured Connecticut accent, 
with hard emphasis on consonants. Halifax suffers 
from a god complex: he is defiant of mortality, 
especially when he knows he has the tech to stave 
off the inevitable, and sees Constance Booker's 
illness as an insult and an adversary to overcome, 
whether her body can handle the treatment or not. 


Daniel Warner 

Warner had been with Dr Halifax since the Kahler 
landed on Earth. Warner was a quiet, careful 
human, who clearly cared for his companion and 
was extremely protective of Dr Halifax. If Halifax 
is busy, Warner would sometimes go look for 
herbs and other natural ingredients for him, but 
had a noted dislike of venturing out alone. He 
had a deep-seated fear of conflict and hostility. 
Despite his very close relationship with Halifax, 
Warner generally kept to himself and was rather 
brusque with strangers. Daniel has, however, been 
killed and replaced by a shapeshifting Dysen Teri 
bounty hunter (see The Dysen Teri, page 75). He 
remains quiet and introverted, that makes him 
appear suspicious, which may be justified. Warner 
is a Connecticut native and speaks with the same 
accent as his companion. 


Ben Connolly 

The wagon train’s frontiersman, Ben had an 
unfortunate love of liquor but asked few if any 
questions — ideal fora wagon train full ofaliens. Hired 
by George as the wagon train’s guide through the 
wilderness, Ben’s skill was somewhat questionable 
as he spent the majority of his time dead drunk on 
the cheapest whiskey, singing traditional songs at 
the top of his lungs — The Parting Glass, while a sad 
tune, his personal favourite. While Ben managed to 
guide the train through Wyoming, a fight broke out 
at a bar and Styne went into a warrior rage trying 


to defend some of the saloon staff, and something 
took advantage of the commotion. Ben was killed, 
and replaced by the Dysen Teri (see The Dysen Teri, 
page 75). Jax saw Ben on the floor in the saloon, 
and assumed he was just pass-out drunk. 


Since passing Fort Laramie, ‘Ben’ has changed his 
ways and spends more time sober, though now 
many members of the wagon train question if Ben 
is a better guide while drunk. The now-silent nights 
in the wagon train are sadly not due to a change of 
habit. 


Jim and Sarah Shankford 

This human couple keep to themselves, which is not 
especially unusual in such company. Even on the 
frontier, the more you learn staying unnoticed can 
often be for the best. However, anyone who talks 
to them will find the couple a little stand-offish and 
odd, even for frontier folk. Their story is that they 
are a married couple looking for work as miners, 
possibly even to stake a claim of their own. While 
they have the right skills for the job, they just don’t 
seem to be very close for a married couple, acting 
more as business partners than lovers. They also 
seem to have little hope for the future, which is 
often the only thing driving people forward in the 
harsh life of the far west. This may lead the player 
characters to suspect they are not married at all and 
on the run. 


If you are not playing the Scaravore campaign, that 
is exactly what they are — fugitives. After coming 
to America, they were desperate to making some 
quick cash. They took an easy job, delivering cases 
of guns to an undisclosed buyer for a third party. 
Now, wanted for unknowingly selling rifles to Native 
Americans, they have learned that this is a capital 
offence and have gone into hiding, hoping that a 
new life in the West under new names will keep 
them safe. 


While Jim and Sarah get along well, they are not 
actually a couple, using the story to gain some 
respectability. They are both terrified someone will 
uncover their secret. They may even do something 
desperate and foolish if forced into a corner. Being 
human and secretive, the characters might come 
to think Jim and Sarah are a red herring as part of 
some anti-alien group and the cause of the wagon 
train's problems. 


‘BEN CONNOLLY’ 


Concept: Dysen Teri Bounty Hunter 
Focus: Wealth 


Awareness: 4, Coordination: 3, 
Ingenuity: 4, Presence: 2, Resolve: 3, 
Strength: 2 


Skills: Athletics 3, Conflict 3, Intuition 2, 
Science 3, Subterfuge 4, Survival 3, 
Technology 4, Transport 2 


Distinction: Dysen Teri — shapeshifting 
alien able to adopt the form of humanoids 
of a similar build. Vulnerable to alkali (must 
pass a Resolve + Survival Test, Difficulty 

18, every minute or suffer 2/4/6 damage 

until antidote admitted). 


Weapons: Single shot pistol (2/5/7), 
Poison syringe (paralytic poison, Resolve 
+ Survival Test to resist Difficulty 18) 


Tech Level: 6 


Story Points: 4 


JIM AND SARAH SHANKFORD 
Concept: Scaravore Cultists 
Focus: Serve 
Awareness: 2, Coordination: 2, 
Ingenuity: 2, Presence: 1, Resolve: 3, 
Strength: 2 
Skills: Athletics 2, Craft 3, Intuition 1, 
Knowledge (Construction) 1, Subterfuge 1, 


Survival 2, Technology 2, Transport 1 


Distinction: None 


Weapons: Single shot pistol (2/5/7) 


Tech Level: 4 


Story Points: 2 
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In a Scaravore campaign, they are actually lost to the 
cult and have arrived here by boat to work on behalf 
of their master. They use the above as a cover story, 
as it seems to satisfy most people. But in their sleep, 
they sometimes murmur the name of Scaravore. 


With what they know from other adventures (such as 
the symbols) and some cold reading, the characters 
can convince the couple they are sympathetic or 
part of the cult themselves. If Jim or Sarah believe 
them, they answer their questions as far as they are 
able, but they don’t know much. All they can tell 
the characters is that the mandala (whatever that 
may be — they don’t know) has been complete for 
a long time and the cult is growing. They think the 
‘master will be freed’ sometime in the early 21st 
century. They only know this because it is what 
Scaravore believes, and have no idea how this is to 
be achieved, as that seems far too far in the future 
to them. 


This should help the characters figure out that the 
early 21st century is clearly the place to deal with 
Scaravore. Any other time will either be too late or 
the cult won't be close enough to unearthing it for 
the characters to do anything. Jim and Sarah are 
now lost to the cult, but you might like to offer 
the player characters a chance to free them from 
Scaravore so they can have a life of their own. 


Q Welcome Wagon 

With the discovery of a missing guard, the others 
return to the main camp: a cluster of wagons in a 
haphazard circle about 18 metres from the river. It 
is now past daybreak, but unlike the bustle of the 
large wagon train further upstream, this group is 
silent. There is a tense atmosphere to the camp 
and the few members who are moving around stare 
at the riderless horse with solemn expressions. 
As the guards ride in, they are met by Wagon 
Master George P. Swannson, a middle-aged man 
with salt and pepper hair, sun weathered skin, 
and kind eyes. He is flanked by two figures. Mara 
Swannson, a woman in a faded cotton dress and 
bonnet, clutches his hand. Her skin is slate gray 
and there are pronounced ridges on her forehead 
and cheekbones that hint at an alien origin, but 
she is passably humanoid. The other figure, Jax, 
is poorly concealed beneath a sackcloth hood that 
has much the same effect as throwing a bed sheet 
over a rhinoceros. A wide strip of the sackcloth is cut 


around the eye holes that reveals part of the rhino- 
man’s features. If any character has encountered 
one before, or has a knowledge of aliens, they 
recognise a poorly disguised Judoon. The moment 
turns somber as the trio notice the riderless horse 
trailing the guards. The sight of the empty saddle 
has a visible impact on George, who seems to age 
a decade in an instant. He turns to the characters 
and introduces himself, and ushers everyone further 
into the centre of the circled wagons. The wagons 
themselves are very peculiar, and not entirely subtle 
in their construction. Many of them are made with 
materials not commonly available on Earth at 
this time. A couple have attached chimneys and 
windows, and one wagon has a crystal porthole 
and a pristine canvas roof. Many of the pioneers 
watch the characters’ arrival from the shelter of their 
wagons. The Swannson children regularly rush past, 
giggling, unaffected by the sober atmosphere. 


They are always trailed patiently by Styne, who 
obscures himself using monk's robes (though 
his shape is still notably non-human to any keen 
observer). 


George brings the group to the central wagon, 
where they can talk with some privacy. Ben joins 
them, keeping the characters under close guard, 
his hand always on his rifle. Jax, the Judoon, keeps 
guard outside. 


George turns to the characters and bluntly asks, 
‘What are you doing here?’ 


Mara stays close to George and watches the party 
during the conversation. If they answer George’s 
questions with anything but absolute truth, she 
squeezes his hand each time they lie. Characters 
can spot this with an Awareness + Intuition Test 
(Difficulty 15). 


George runs through a list of questions: 
e ‘Where did you come from?’ 

e ‘Why are you here?’ 

e ‘Who are you?’ 


The questions are broad at first but grow more 
specific as George continues. 


e ‘Did you arrive here by wagon?’ 
e ‘Is your camp nearby?’ 


e ‘Were you a part of the other wagon train and 
got left behind?’ 


The characters can tell the truth or try to make 
up something to cover their story (Presence + 
Convince, opposed by Mara’s Awareness 4 + 
Intuition (Sense Lies) 6) but even if the characters 
succeed, Mara senses the hint of a lie and squeezes 
George’s hand. 


If Ben led the characters here, he adds his two cents 
to the conversation. He does nothing to hide his 
suspicions of the party and consistently casts them 
in a bad light. 


In the absence of hard evidence proving the party's 
innocence, the pioneers decide it’s best to keep a 
close eye on the characters. At that moment, a shrill 
scream is heard throughout the camp. Everyone 
is startled by the sound; Nesta, the other guard, 
rushes in. There has been another incident. At first it 
appeared that Yoon was the only one to go missing 
during the night, but another member of the wagon 
train has disappeared from their bedroll. 


Ready to Aid 

The disappearance of another traveller while the 
group is being interrogated leaves them in the 
clear. Mara whispers to George and he turns to the 


characters, ‘I guess this means you're not guilty, but 
don’t go runnin’ off. You can help if you like. It'll go 
a long way towards the rest of the train accepting 


, 


you. 


With that, George heads to the scene. Jax is clearly 
disgruntled by the party's presence, but without 
orders, he won't stop them. 


G Missing, Presumed...? 

Another member of the wagon train disappeared 
moments ago. Lipidd’s wife, Stephanie Brinkwood, 
left to relieve herself at the latrine trench, a frequent 
occurrence as she is late in her pregnancy. She came 
back to find the scene of a struggle, the bedroll torn 
open, and the contents of their wagon scattered. 


The characters can search the scene with an 
Awareness + Intuition Test (Difficulty 12). Success 
uncovers a metal syringe tangled in the bedroll. 
The syringe is mostly empty, but a small amount of 
liquid remains for analysis. 


Stephanie’s distress summons two more members 
of the wagon train — a striking young man, Daniel 
Warner, and a rumpled gentleman with a notable 
green marking on the side of his face that identifies 
him as a Kahler, Dr Halifax. Halifax attends to 
Stephanie, while Warner lurks, watching. 


ITEM: SYRINGE 


The syringe itself is similar to human design 
of this time period, but it certainly is not 
from Earth. 


Contents: Neurotoxin. The toxin is capable 
of rapid paralysis. Once injected, the 


character must pass a Resolve + Survival 
Test (Difficulty 18) every round for six 
rounds. Failure renders the victim unable 
to move or speak for (15/30/45) minutes. 
Repeated exposure to the toxin can cause 
suffocation through paralysis of the lungs. 


G The Gathering Crowd 

Two girls and a boy appear at the scene while the 
characters are looking around. The boy appears to 
be the ring leader as he steps forward and asks the 
characters if they ‘Did in old Yoon?’ He has the same 
facial ridges as Mara, the wagon master’s wife, but his 
features are less pronounced. His skin is a great deal 
lighter than the elder girl beside him, who looks like 
a spitting image of Mara. When the group answers, 
the boy grins and introduces himself and the alien 
girl as Owen and Lia Swannson. The third member 
of their group is Constance Booker, a human with 
a frail constitution. With little prompting, Owen 
informs the party of what has been happening to the 
Swannson wagon train. A cheerful and mischievous 
young boy, Owen has an inquisitive nature and is 
often caught eavesdropping on adult conversations. 
He has some interesting things to say about recent 
events, despite Lia's attempts to make him hush. 


Owen explains that ‘The train is full of aliens and 
humans. Some of them can hide that they're aliens, 
saying it’s just birth defects or something. They want 
to live out west. Theres some sort of community 
out there, but it's difficult as we've had to go the 
long way, away from the other wagon trains so 
we don’t get spotted. Sometimes we have to wait 
somewhere quiet so the big wagon trains can go by, 
so we’re taking forever to get there. We're a month 
late already. Everyone's tired and hungry, and fed 
up with travelling.’ 


‘Since we left Fort Laramie everything's gone bad. 
The cows have been sick, there have been broken 


wheels and axles, and a couple of days ago loads of 
the wagons were all busted at once, and the tools to 
fix them have gone or been broken too. We're stuck 
here next to the river. That's when people started to 
disappear.’ 


Search the Woods 

The second disappearance is recent enough for 
the wagon train to assemble a search party for the 
surrounding area. Despite this incident occurring 
within the camp, none of the travellers appeared to 
see anything out of the ordinary. No one heard any 
shouting, no one saw a body dragged away. There 
is no evidence of drag marks on the ground around 
the wagon. The only clue left behind is the mystery 
syringe, which is clearly alien in origin. 


Ben and Nesta lead the search; the characters can 
remain in the camp (proceed to Unusual Suspects, 
page 79) or join the search. Searching the woods 
with an Awareness + Intuition or Survival Test 
(Difficulty 15) reveals an area of disturbed bracken 
close to the river. Amid the kicked-up leaves and 
snapped twigs, the gleam of metal reveals another 
syringe half hidden in the dirt. 


Other than this small discovery, the search yields no 
other clues, as if the missing aliens vanished into 
thin air. The search eats up most of the daylight, 
leaving the wagon vulnerable for another night with 
no answers. Nesta suggests they should get back to 
the wagons before nightfall and assign guard duty. 
However, it is on the way back to the camp they 
make a grisly discovery. 


© Act Two: Closer Than You Think 
Tensions mount as the discovery of an alien body 
brings more suspicion to the entire wagon train. 
The characters look into the suspects, but their 
investigations are hampered by more missing 
persons and more bodies before the shapeshifting 
culprits show themselves. 


Q Odd Body 
The characters are heading back to the wagon train 
when they discover a dead alien. The male alien 
is clad in form-fitting black armour with an empty 
weapon holster on his hip. The exposed skin of his 
neck and head are covered in bright orange scales. 
He doesn’t seem to have a helmet, and his face 
has been beaten beyond recognition. Strangely, 
there are no signs of struggle in the area. It is a 
grisly sight, and characters should make a Resolve 
+ Intuition Test (Difficulty 12) to maintain their 
composure. Those who can bear to look at it, and 
have knowledge of alien species, can try to identify 
the species with an Ingenuity + Knowledge Test 
(Difficulty 18). If successful, they identify the body 
as a Piyuri (see The Piyuri, page 75). 


Investigating the area with a successful Awareness 
+ Science or Survival Test (Difficulty 12) reveals a 
piece of metal protruding from underneath the body 
— another empty syringe. Anyone rolling a Brilliant 
result also discovers a canister. The characters can 
decide if they bring the body back to camp for 
further investigation or destroy it before others see 
it and start to panic. Nesta enthusiastically suggests 
burning the body, but refuses to elaborate why. 


Moving the body requires a Strength + Athletics 
Test (Difficulty 12), whether this is to carry it back 
to camp or to place it somewhere suitable for 
disposal. Upon lifting the body, a canister rolls free. 
It is locked tight, and closer inspection (Ingenuity + 
Technology, Difficulty 15) reveals the lock requires 
the alien's DNA to open (see The Canister, page 
80). 


Back at the camp they can examine the alien body 
(see The Poacher, page 80) or they may choose to 
question some of the members of the Swannson 
wagon train. 


Q The Unusual Suspects 

The characters can move about the camp, but 
under the watchful eye of Jax, who will step in to 
resolve any altercation that gets too heated. They 
can question members of the Swannson wagon 
train, which requires a Presence + Convince Test 
opposed by the target's Resolve + Convince or 
Subterfuge. Succeeding means the questioned 
individual might provide some information on the 
Swannson wagon train's shiftier travellers. Details 
concerning the wagon train's major personalities are 
provided below. 


The Good Doctor — Theo Halifax 

The Kahler soon retreats to his wagon, the one with 
the crystal porthole. Kahler Teo, now called Theo 
Halifax, is a godsend to the train, helping those 
with illnesses and ailments. It is his skill and medical 
aid that has kept fatalities on the trail at bay. He 
often leaves the wagon train camp site during stops 
to search out local plants that could have medical 
applications. Or, if he is occupied, he sends his 
companion, Daniel Warner, to search in his stead. 


Since leaving Fort Laramie, Halifax has grown 
increasingly nervous as ill luck befell the wagons. 
Since the first disappearance, he has kept to his 
wagon, appearing only when necessary. Daniel 
does not appear to share this worry and is still often 
seen leaving camp. 


He does not let the characters enter his wagon for 
fear of them discovering the alien technology he is 
hiding and the research he has been doing. If they 
bring the Piyuri’s body for examination, he insists on 
popping inside to conceal his tech before taking it 
inside — ‘preparing the area’ he says. 


He is constantly frustrated that he cannot do more, 
the little technology he has limits the scope of the 
treatments he has in mind. He can be angry and 
curt, finding all these questions a waste of time. 
However, he identifies the syringe as alien in origin, 
a powerful neurotoxin, but cannot isolate which 
species would use it. He comments it looks like the 
work of bounty hunters. He can, however, identify 
the Piyuri, explaining that they are poachers looking 
for alien body parts. He’s known some unscrupulous 
medical ‘professionals’ in his travels who have been 
offered transplant parts by these bounty hunters. 


If the Doctor is present, more than one member of 
the train, including Halifax, mentions what a good 
fortune it is to have another doctor on hand for such 
trying times. 


A Silurian In Sheepskin — Nesta 

The guard, Nesta, rarely takes off her face covering. 
Only when she scolds the children for ‘running 
Constance ragged’ does she reveal herself as a 
Silurian. Nesta makes most of the other members 
of the wagon train nervous, threatening to eat them 
if they irritate her. She keeps to herself and comes 
and goes from the train as she pleases. 


Though she appears to have no outward motive for 
abducting her companions, she is very dismissive 
of their plight and is highly suspicious of the 
characters’ convenient arrival. Nesta does have a 
good relationship with the children, including a soft 
spot for the sickly Constance. This does not stop 
her from sending the children to spy on the party as 
they make their rounds through the camp. 


The Pacifist Sontaran? — Styne 

The curious sight of the Sontaran in monk-like robes 
is the proverbial tip of the iceberg. The patient Styne 
isn't simply disguised as a man of religion, but is a 
man of peace. Despite the warlike tendencies of his 
species, Styne abhors violence. He came to Earth 
to escape the conflict-ridden lifestyle of his people, 
but can a Sontaran change his ways? Styne usually 
follows the children around as their official caretaker. 
At night, he leaves camp to meditate in the woods 
nearby. It is possible he heard or saw something, if 
the party can get the silent Sontaran to answer their 
questions. None of the wagon members remember 
if the Sontaran is under a vow of silence, but they 
can’t recall him ever speaking. 


The Lost Guide — Ben Connolly 

Ben was a decent guide when he wasn’t drunk — 
however, he used to spend a great deal of his time a 
stone's throw from sober. Hired as the wagon train's 
frontiersman, Ben guided the Swannson wagon 
train through the perils of the plains and the Rocky 
Mountains, though his frequent inebriation led 
the train astray more than once. After a thorough 
berating by George Swannson during their stay 
over in Fort Laramie, Ben appears to have turned 
over a new leaf. 
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At least, that’s how it appears. He was killed and 
replaced by the shapeshifting Dysen Teri during 
that fateful bar fight. ‘Ben’ now keeps his drinking 
limited to the evenings, the occasional lunchtime 
swig, or when a branching trail needs scouting. 
He frequently heads off to scout the surroundings. 
Most people in the wagon train assumed he was 
just paranoid and being extra vigilant. 


When questioned about Ben’s current whereabouts, 
they are informed the frontiersman took it upon 
himself to ‘investigate’ an open rocky area the 
wagon train passed through called Sweetwater 
Springs. 


Q The Poacher 

If the characters bring the Piyuri’s body to Dr Halifax's 
wagon, Halifax appears greatly disturbed by the 
condition of the corpse but proceeds to examine 
the body. Halifax recognises the species despite 
the disfigurement as a Piyuri, a species known for 
trafficking exotic alien body parts. 


If the characters have suitable technology, such as 
the Sonic Screwdriver, they can also use it to examine 
the body. An Ingenuity or Awareness + Medicine 
or Science Test (Difficulty 15) reveals the presence 
of paralytic toxin in the alien’s bloodstream, the 
same substance found in the empty syringes. 


Who does the Judoon horn belong to? Jax was 
present when the party met up with members of the 
wagon train. There is now no sign of him anywhere 
in the camp, and the Judoon is hard to miss. Halifax 
is incredibly unsettled by the sight of the horn 
and suggests George and the party search for the 
Judoon. 


George asks for volunteers to help search. Nesta, 
Styne, and Daniel all volunteer, as well as Ben who 
arrived while the party examined the body with Dr 
Halifax. Daniel tells Halifax he should stay at camp, 
but the Kahler refuses. 


This search yields fast and unfortunate results when 
the group finds Jax’s body dumped by the river. 
Halifax does a quick search of the body but leaves 
before he can thoroughly study the body as the 
other members of the wagon train gather around 
the fallen Judoon. 


ITEM: THE CANISTER 


The canister possesses a bio-lock that 
requires DNA input from a Piyuri to open. 
Pressing one of the Piyuri’s digits to the 
pad unseals the canister. Inside, there is 
a Judoon horn, cauterised at the point of 
removal. 


Mystery Illness 

The characters are approached by Owen, Lia, and 
Constance, looking worried. The typically cheerful 
Owen is solemn as he asks, ‘Something bad has 
happened again, hasn't it? Are you going to help 
us?’ Owen seems to be on the verge of saying more 
when Nesta appears and tells the children they 
should be inside, where it’s safe. Even the Silurian 
woman appears shaken by the death of Jax. She 
attempts to shepherd the children away with the aid 
of the silent Styne when Constance begins to cough 
violently and collapses. Styne scoops up the child 
and runs for the doctor’s wagon with Nesta on his 
heels. 


Halifax looks scared when he emerges from the 
wagon, but his entire demeanor changes to that 
of concern at the sight of Constance. He takes 
Constance into the wagon. Nesta and Styne will 
actively bar the party from the wagon. ‘I’m sure Dr 
Halifax knows what he’s doing, he’s helped her in 
the past when she gets like this.’ If the characters 
continue to attempt entry, Nesta becomes violent. 


A few moments later, while the characters wait or 
before their confrontation with Nesta goes too far, 
there is a muted flash of light and odd noises from 
Halifax's wagon. He emerges a minute later with a 
sleeping but healthy-looking Constance in his arms 
and hands her off to Styne. Halifax asks Nesta to 
make sure Constance is put to bed, an excuse that 
leaves the party alone with the doctor. Halifax is 
visibly nervous. 


‘| fear people are being deceitful,’ he says. Halifax 
falls silent as his companion Daniel arrives. Unwilling 
to say more, the doctor retreats back into the wagon. 


Q The Burial 

George Swannson gathers the remaining members 
of the wagon train to bury Jax. The group is somber 
and many barely mask their worry. The characters 
are invited to join the ceremony, at which they can 
observe the gathered travellers. With a successful 
Awareness + Intuition Test (Difficulty 12), the 
characters can discover a number of clues. With a 
Barely result, the characters notice Ben Connolly's 
absence — it is assumed he’s out on patrol. 


With a Success, the characters see that Dr Halifax 
is wary of his fellow travellers, studying everyone 
and watching their every move. A Brilliant result 
means the characters notice the other travellers are 
looking at each other cautiously, but Nesta, Styne, 
and Daniel are impassive, their expressions neutral 
in comparison. 


As George finishes a brief eulogy and a small group 
buries the Judoon with gathered rocks, the party 
is approached by Owen Swannson, who offers a 
hand written note in an adult's handwriting. The 
note is from Dr Halifax, but if questioned, Owen 
may not divulge this information and instead runs 
off, depending upon whether Owen trusts the 
characters. Written in neat, angular penmanship are 
the words ‘Jax died during the night, hours before 
they found him. Trust no one’s face.’ 


Mara's Confession 

Another night approaches. George proposes safety 
in numbers, creating a guard detail of two teams of 
four. The guards partner off to keep an eye on one 
another throughout the night. Any characters who 
offer to join the guard for the night are partnered up 
with George or Nesta. Guard duty mostly involves 
standing around at the edge of camp, looking for 
movement in the shadows. 
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Ben arrives to volunteer for guard duty. Asking 
about his absence at Jax’s funeral is met with the 
insistence he didn’t leave the camp, merely dozing 
off with a drink in his wagon. Ben is finally assigned 
the last watch of the night, partnered with Styne. 


As the camp settles for another sleepless night, a 
nervous Mara approaches one of the characters at 
the edge of the campsite while they are on watch. 
Mara initially seems unable to voice her worries, 
but finally manages to talk. She says those who 
have disappeared had a common factor between 
them — they all had bounties on their heads. Of 
the aliens left in the wagon train, there are still three 
more who possess an interstellar bounty, including 
Mara herself, who fell prey to the failed political 
machinations of her deceased first husband. Mara 
reveals the other two are Dr Halifax and the silent 
Sontaran, Styne. 


Q One by One 

The dawn is met by the shouts of a furious Silurian. 
Drawn to the sound, members of the wagon train 
and the characters witness an angry Nesta berating 
Ben. The smell of alcohol is overpowering, as if 
the frontiersman doused himself in a barrel of 
moonshine. Ben's expression is sullen but he does 
not defend himself against Nesta’s tirade. Worse, 
Ben's partner for guard duty, Styne, is now missing. 


The wagon train scatters to search the immediate 
area, looking for clues. George is beside himself that 
Ben would do something so incredibly irresponsible 
and stupid. He sends the frontiersman back to camp 
to get out of his sight and sober up. Ben heads 
back towards camp, but once out of sight, he goes 
towards Sweetwater Springs, where he knows Styne 
has staggered toward. 


There are no signs of disrupted foliage or drag 
marks near where Ben and Styne were on guard, 
but there are tracks heading towards Sweetwater 
Springs. If the Sontaran was attacked, he did not 
put up a struggle. More than one of the search party 
mutters the Sontaran was probably behind it all. 
Ben was the last person to see Styne. 


Owen and Lia hover near the edge of camp, 
watching the scene. Owen tries to talk to the 
characters, and will be admonished softly by Lia for 
trying. If the characters press Owen to speak up, he 
tells them he saw the frontiersman heading out for 
Sweetwater Springs, back along the trail. Lia gently 
tells Owen he must be mistaken. ‘There is nothing 
at the springs but poison and rocks.’ 


If the party searches for Ben or remains at the camp, 
proceed to Lose Face below. 


If they head to the Sweetwater Springs, following 
Ben or the tracks, proceed to Follow the Trail on 
page 83. 


Lose Face 

If the characters head into camp and check Ben's 
wagon, it is empty and the man’s possessions are 
scattered in a mess. The bedroll is crumpled in a 
corner. It seems likely Ben has not slept here for 
days. The group’s investigations are interrupted by 
a scream. 


Ben rushes into the camp and collapses, and he begs 
the characters for help. Dr Halifax emerges from his 
caravan, disturbed by the noise. The characters can 
help Ben to Halifax's caravan, but it will be too late. 
Ben dies in front of them, his body changing to that 
of a pale humanoid alien with two pincer-like digits 
on each arm, and a blank face like unbaked dough. 


Mara and Dr Halifax look scared, but appear to 
recognise the alien species. Daniel seems to just 
stare at the body. George, if he’s there, is confused 
and worried, while Nesta appears angry. Searching 
‘Ben's’ body reveals several unused syringes of 
the neurotoxin found earlier. Dr Halifax suggests 
bringing the body back to his wagon. Head on to 
Act Three (see page 83). 


Follow the Trail 

Following the staggering footprints, or Owen's 
directions to where Ben may have gone, leads the 
characters to a rocky and barren stretch of land: 
Sweetwater Springs. In the barren rocks there are 
water sources nearby in the form of natural springs, 
but there is a heavy smell of chemicals in the air, 
similar to ammonia. The area is quiet, with little to 
no sounds of wildlife. 


With an Awareness + Intuition or Science Test 
(Difficulty 15), the party notices an area of scorched 
ground. Closer investigation reveals burn patterns 
in the sand and rock, hot enough to melt the sand, 
consistent with the heat of a launching ship. 


A scream interrupts them. ‘Ben’ appears from 
among the pools. He screams again and clutches 
his stomach. There is something wrong with his face 
but it is difficult to see. Ben's attention snaps to the 
characters. He staggers about, trying to look drunk, 
but it is far from convincing. He’s in pain, and as he 
gets closer, the characters can see that his face is 
losing its distinguishing features. ‘Ben’ attacks when 
he realises his deception is compromised, but he 
is weakened by alkali poisoning. All of his actions 
are at a Disadvantage, and he collapses a couple of 
rounds into any fight. Upon death, the man’s face 
ripples and loses all features, revealing a smooth, 
pasty-white surface like unshaped dough. The body 
slims down and the hands lose all but two digits, 
tipped with sickle claws. 


Searching the body reveals several unused syringes 
of the paralytic toxin. An alien body like this should 
not be left out in the wilderness, and any member of 
the wagon train will suggest that it is brought back 
to the camp for investigation by Dr Halifax. 


© Act Three: How to Save Friends 
and Reveal Enemies 

With one of the Dysen Teri uncovered, the discovery 
that these bounty hunters travel in pairs leads to 
more suspicions and paranoia. The bounty hunter 
is finally revealed, and the source of the alien signal 
guiding them is discovered with a final, difficult 
decision. 


Q The Dysen Teri 

Once the deceased alien is secured to the doctor's 
examination table, Halifax can't stop staring at 
it. His partner Daniel hovers nearby in silence, a 
comforting hand on the doctor's shoulder. Halifax 
does not attempt to investigate the body until he 
quietly and firmly dismisses his companion from 
the wagon. Daniel is confused by this dismissal, but 
leaves. 


Halifax slumps down on the lone stool inside the 
wagon and rubs his face. ‘I had my suspicions about 
what was happening when Jax died. | fear it could 
be anyone.’ 


Dr Halifax explains who and what the Dysen Teri 
are, and says that the danger has not passed. The 
Dysen Teri work in pairs, and the deceased bounty 
hunter's partner is still disguised as a member of the 
Swannson wagon train. The real Ben must be dead 
— the bounty hunters kill those who they replace. 
It is likely they infiltrated the train at Fort Laramie, 
since many of the group were scattered around the 
Fort for a few days to rest and resupply before they 
headed out. The Dysen Teri are skilled at infiltration 
and subterfuge enough to avoid someone like 
Mara, who can sense deception. 
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Halifax suggests that he examines the bounty 
hunter's body, to find out how he died. There are no 
outward wounds, but Halifax is determined if he can 
find the cause of death, he can use it to uncover the 
alien’s partner. He requests the characters guard the 
wagon to prevent anyone from interrupting. 


Once they leave, there is a muted flash from inside 
the wagon and strange, electrical noises. 


Helping Out 

The characters can insist on helping Dr Halifax, 
especially if they have some medical knowledge or 
experience with forensics. Halifax is cautious and 
secretive at first, but the characters can convince 
him to let them help with a successful Presence + 
Convince or Medicine Test (resisted by Halfax's 
Resolve + Subterfuge). 


They can help with an Ingenuity + Medicine 
Test (Difficulty 15), which will speed up Halifax's 
discoveries (see Scratch Test below), but doing 
so reveals Halifax's medical technology, which is 
helping Constance and makes a wealth of strange 
flashes and weird noises. Unfortunately, when the 
tech is in operation, it produces signals that can be 
detected out into the depths of space. 


Eventually, Halifax and the characters discover the 
alkali poisoning that killed the imposter. Halifax 
suggests a simple scratch test, using a highly alkaloid 
solution which will quickly reveal any shapeshifters 
among the pioneers. 


If the characters do not help, the use of the alien 
technology to neutralise toxins in Franken-Styne 
gives the players the same information. 


Q Franken-Styne 

Styne, the missing Sontaran, stumbles into camp 
from the direction of Sweetwater Springs. His 
movements are jerky and stilted, his hands clearly 
gesture difficulty breathing right before he collapses 
several metres away from the characters. Styne 
appears to be fighting the effects of the paralytic 
toxin but it is clear his constitution is failing — he 
requires medical aid, and fast. Dr Halifax tells the 
characters to bring Styne to his wagon. He is heavy, 
but he can be lifted. Once inside, Halifax scratches 
the back of Styne’s hand with a needle. Despite the 
Sontaran’s failing health, Halifax watches Styne for 


several moments before he releases a breath and 
proceeds to treat his patient with a piece of alien 
tech. With a flash of light and more weird noises, the 
device neutralises the toxin in Styne’s bloodstream, 
stabilising him. An Ingenuity + Technology Test 
(Difficulty 12) leads the characters to believe this 
technology is responsible for the signal they traced 
through space and time, and how the Dysen Teri 
located the Swannson wagon train. 


Q Scratch Test 

After examining the body of the shapeshifter 
pretending to be Ben, Halifax discovers the Dysen 
Teri are highly sensitive to the alkaline chemicals 
present in the springs, much more so than humans 
and most aliens. He proceeds to scratch his own 
hand with a needle doused in an alkaline solution, 
and tests each of the characters. 


Halifax proposes a test to expose the remaining 
Dysen Teri, but he is uncertain how to administer 
it without provoking suspicion. It will only take a 
small amount of the alkali infused water from the 
Sweetwater Springs to cause a toxic reaction in 
the hidden bounty hunter. He explains that he 
can stop the fatal reaction, but it will expose the 
traitor and they can hopefully discover the fate of 
their missing members. The characters could spike 
the wagon train’s water supply — there will be 
widespread discomfort but it will catch the hidden 
bounty hunter by complete surprise. Halifax hoped 
to limit the spread of disease and suggested all of 
the wagon train’s water be boiled and stored on the 
supply wagon. Spiking the water will take longer 
to reveal the bounty hunter — masquerading as 
Daniel Warner — but they should be exposed by 
the evening meal. 


Attempting to test the wagon train members one 
by one with the scratch test will affect fewer people, 
but may cause panic and alert ‘Daniel’, leading to 
the suspect evading testing or provoking a violent 
outburst. Testing proceeds without incident, with 
only a handful of wagon train members needing to 
be convinced (Presence + Convince, Difficulty 9) 
until they get to testing ‘Daniel Warner’. 


Q Bittersweet Success 

A few minutes after consumption or contact with 
the alkaline water, Daniel Warner begins to seize. 
The realisation is a harsh one for the wagon train's 


doctor, but true to his word, he saves the bounty 
hunter's life with the same piece of technology 
that the Dysen Teri tracked to Earth. The remaining 
wagon train guards demand the release of the 
missing aliens. 


‘They have already been taken off-world to be 
processed for payment. Only the Sontaran escaped, 
due to the body failure of my partner. If you execute 
me, there will be plenty of others to come for the 
remaining bounties. Free me and | will tell the other 
Dysen Teri that there are no more bounties on 
Earth. Though, I will warn you, it was your medical 
technology that alerted us to your presence here. If 
you continue to use it, they will not believe me and 
will return to hunt you down.’ 


Faced with a choice that is not a choice, George 
Swannson accepts the bounty hunter's terms. 


Halifax's Technology 

Theo Halifax, formerly known as Kahler Teo, fled the 
escalating conflict on his world when he was accused 
of treason for triaging a high ranking enemy soldier. 
While he adopted the customs of Earth, and took a 
new name, he could not bring himself to part with 
the advanced medical technology in favor of Earth's 
comparatively primitive medicinal arts. Halifax 
restrained himself from using the tech, aware of the 
dangers. Theo’s medical knowledge and sanitary 
practices kept his fellow travellers from infection but 
19th-century Earth medicine did not have a cure for 
cholera. 


In their delayed pass through the Rocky Mountains, 
cholera hit the Swannson wagon train, affecting the 
children the hardest, particularly Constance Booker, 
the only full-human child of the train. Dr Halifax 
could not stand by and do nothing. Halifax did not 
have the right tools to eradicate the bacteria, but 
he could stall it. He used his technology to suppress 
the bacteria until he could properly treat Constance 
in stabilised, sanitary conditions. 


This leaves the party with one last moral curveball. 
The Kahler’s tech is keeping the little girl alive, 
but it needs to be destroyed for the sake of the 
entire wagon train. The characters can try to 
treat Constance using modern technology and 
knowledge, especially if they have access to the 
TARDIS. Cholera is relatively easy to treat with the 


right antibiotics and medicines, none of which Dr 
Halifax had access to. 


The ramifications of changing the timeline by saving 
Constance may have an impact on the future. Do 
they leave Constance in Halifax's care without a cure? 
Then there is the case of the abducted bounties — 
do the characters try to catch up with the Dysen Teri 
craft to rescue those already captured? 


O Epilogue 

The threat of the Dysen Teri eliminated, the 
Swannson wagon train honour their dead and 
complete repairs. Without a saboteur in their 
ranks, repairs are done within a day and the train is 
finally prepared to cross the Sweetwater River and 
continue on to Oregon. 


At dawn they find Halifax standing at the water's 
edge, the tech held in his hands. His eyes are 
red rimmed. His expression is lost. He tells the 
characters, 'I only wanted to save lives.’ His choices 
have cost him, and the entire wagon train, dearly. 
Halifax throws his tech into the river, and it sparks 
and fizzes as it breaks apart. 
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THE MANDALA 
OF SCARAVORE 


© London, Earth 
Q Present Day 


London is a city of buried secrets, and after 
hundreds of years, one of them is being brought 
close to the surface again. Deep below the streets, 
a power known as Scaravore has been imprisoned 
for centuries, and now it is awakening. 


No one remembers who captured Scaravore or 
who built its prison. Perhaps its captors are long 
dead themselves. Its crimes have been forgotten, 
and the rest of its species are long turned to dust. 
But whatever the reason, it was imprisoned in the 
depths of the earth in an impenetrable vault, held 
sleeping in case it broke free. 


While Scaravore slept, humanity arose and began 
to breed, building a new world above its resting 
place. Even as it slumbered, Scaravore’s vast power 
reached out to influence the minds of the humans 
who toiled above it. As the great city of London 
began to form, Scaravore’s mind was at work, 
seeing that humanity built the city in an unconscious 
homage to its terrible power. 


Scaravore has subtly influenced mortal minds, 
ensuring the streets of London have been built as 
a copy of the mental networks of Scaravore. The 
layout of the oldest parts of the city have become a 
‘mandala’ of Scaravore’s mind, and walking the right 
streets has become a way to commune with the 
monster that lies deep under the city. Unfortunately, 
those who touch the mind of Scaravore are 
consumed by it. 


The souls who have been corrupted by walking the 
Mandala of Scaravore have formed a cult that has 
waited in the shadows for centuries. The Cult of 
Scaravore has worked tirelessly to release its master 
and force others to walk the Mandala that will turn 
them to its worship. Using what influence they have 
to dig deep into the ground to reach the prison of 
their master, they are finally close. Until the modern 
age, digging systems were simply too primitive to 
dig down far enough. But now they are close to 
uncovering the great vault, Scaravore is awakening 
at last. Soon it will be free to satiate its millennia- 
long thirst on the minds of humanity. 
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© Adventure Synopsis 

If you have been playing these adventures as a 
campaign, the characters have found the strange 
Scaravore influence on the Neanderthals the 
Silurians took as Caretakers to Aridius. Been 
puzzled by the similarities between the design of 
the Saphiran ‘dreamcatcher’ and the oldest streets 
of London, and encountered cultists venturing 
to the old west to research excavation methods, 
discovering that the emergence of Scaravore will 
be in the early 21st century. Clues have pointed the 
characters to modern London. 


However, they might be drawn to the city in a 
spacecraft as Scaravore’s mind reaches out into 
the cosmos. Alternatively, UNIT operatives or Time 
Agents might detect a strange power growing in 
the city and set out to investigate. 


Investigating the local area, the characters meet 
a man named Walter Morrison, who runs walking 
tours of the area and believes the government is 
out to get him. They may also take a look at Bank 
Underground Station, which appears to be at the 
centre of the power readings. 


The characters’ investigations draw the attention 
of the Cult of Scaravore. This organisation of 
those corrupted by the Scaravore decides to stop 
the characters’ investigations. Initially, when they 
capture the characters they force them to experience 
the Mandala of Scaravore. Luckily, one of them is 
immune and the insights they gain into the mind of 
Scaravore provide them with many more clues. 


These clues lead the characters back to Bank 
Station and the tunnels being dug beneath it. While 
it is heavily guarded, the characters manage to get 
close enough to the vault that imprisons Scaravore 
to read several inscriptions detailing a three-part 
key that might free or further imprison the creature. 


The characters locate the parts and assemble the key 
before setting out to face Scaravore in its dreams. 
The key allows them to challenge the awesome will 
of the creature and force it into slumber once more. 
But they will need all their mental reserves to face 
such a powerful will. If they fail, they will lose their 
minds and souls to the monster. 


© Scene One: Signs and Symbols 

The characters begin the adventure looking for a 
sign, so they may be surprised to find one so blatant. 
As they step out of their TARDIS they see a man 
standing under a sign declaring ‘STREET TOURS: 
THE SECRETS OF SCARAVORE’ in bold letters. The 
man is Walter Morrison, who runs walking tours of 
the area. Walter is in his mid-forties and dressed 
like a hiker, with a thick jumper, combat trousers 
and sturdy hiking boots. He also wears a utility vest 
covered in pockets. He carries all manner of items, 
from change, to extra flyers, to Kendal Mint Cake. 
He is as prepared for a walk across Dartmoor as a 
tour of the city. 


If the characters talk to him, they discover he runs 
his walking tours of the old city every day, twice a 
day. The times are listed on the flyer (for whenever 
you think will fit the characters’ schedule). The tour 
lasts just under two hours. If the characters ask about 
Scaravore, he mentions it is part of a ‘conspiracy of 
symbols’ that is explained on the tour. However, he 
avoids being drawn on the matter unless they buy 
a ticket. 


Walter’s tour is actually quite interesting and 
informed; it covers St Paul’s Cathedral, the Guildhall, 
the London Wall, and the London Stone, as well as 
many other historic sites. Walter explains that the 
area was once the original city of London and was 
surrounded by a wall that had seven gates, and that 
these long gone gates have given their names to 
areas of the city: Ludgate, Newgate, Aldersgate, 
Cripplegate, Moorgate, Bishopsgate, and Aldgate. 


Walter also points out the symbols he has found. 
They are unmistakably the same as any the characters 
may have seen before. These symbols have been 
part of the general graffiti of the area for many 
years, ever since people have been encountering 
Scaravore. Any character that inspects the symbols 
for longer than a minute feels an odd scratching 
sensation inside the back of their skull. Perceptive 
characters (Awareness + Intuition, Difficulty 16) 
hear the word ‘Scaravore’ like a whisper echoing 
down a backstreet. 


Characters with any knowledge of linguistics can 
intuit (Ingenuity + Knowledge, Difficulty 18) that 
the symbols appear to be part of a language, but 
translating them is impossible. 


Walter is a little paranoid, and somewhat obsessive, 
but with good reason. While he hasn't proved a 
problem for the cult, he has caught their notice. 
They abducted him once and subjected him to the 
mandala, but it didn’t affect him. He is similar to 
the immune character (see page 88), and become 
a little inured to the influence of Scaravore while 
walking the area. But this encounter made Walter 
realise he was onto something, especially when the 
cult started covering their tracks by removing some 
of the symbols. 


G The Missing Unhoused 

The characters might also follow the disappearance 
of several houseless people. This won't be obvious 
when they arrive, but they run into a young woman 
called Rochelle Bailey. She is a young sociology 
student promoting awareness of the housing crisis. 
What Rochelle doesn’t know is that unhoused 
people are being targeted as new recruits for the 
cult, to dig up the vault of Scaravore. 


If the characters are investigating, they find Rochelle 
handing out flyers and talking to the houseless 
people in the area, warning them to be safe and 
report anything suspicious they see to the police. 
Rochelle can tell the characters anything they need 
to know about the local area and the problems 
facing the houseless. She can also tell them about 
companies that have been very helpful, such as 
Street Taxi, who often give lifts to those who need 
to reach a shelter, and London Underground, who 
have a plan to employ folks at Bank Station. 


Q Investigating Bank Station 

As it lies in the centre of the area, it makes sense 
for the characters to take a look around Bank 
Underground Station at some point. Any technology 
used to detect psychic powers register strong 
readings in this area, although they aren't very 
specific. The power of Scaravore appears to cover 
the whole area, because it does! 


Bank Station is one of the busiest stations on the 
London Underground. It is a connecting station for 
the Northern line (the black line that runs north to 
south) and the Central line (the red line that runs 
east to west). It is also a major terminus for the 
DLR (Docklands Light Railway) that covers a lot of 
residential property in south-west London. Finally, it 
is linked to Waterloo by the Waterloo and City Line 
that only runs between those two stations and is a 
busy commuter link for those who work in the City 
but live out of town. 


Currently, Bank Station is undergoing a series of 
‘upgrades’ which has led to extensive building work. 
Officially, this is because these old Victorian stations 
need constant work to remain modern. Unofficially, 
it is all a cover for the cult’s attempts to dig far 
enough to uncover the vault of Scaravore which 
lies deep below the station. However, you should 
feel free to use the word ‘upgrade’ a few times as 
it might make the players think this adventure is all 
about Cybermen! 


The station has an open area to buy tickets staffed 
by a few station workers. All tickets are bought 
from machines, which can also be used to put 
money onto a prepay ‘Oyster card’. Entry to the 
underground platforms is through automated ticket 
gates. These accept tickets but also wireless Oyster 
or debit cards, and might easily be fooled by a Sonic 
Screwdriver or other gadget. Once a passenger 
is on the network they use a ticket or card at their 
destination station for the final charge. There are no 
gates or charges for changing lines or trains. 


The station staff all appear a little sullen and 
uncommunicative. While this might initially appear 
to be just boredom, the mood here seems more 
disconnected than usual. 
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On an Awareness + Intuition Test (Difficulty 15), 
a character notices that it is almost as if a part of 
their mind and personality is missing. In fact, almost 
all of the staff here are part of the cult, and those 
that aren't have been marked to be taken through 
the Mandala of Scaravore. However, the staff will 
answer any questions politely and curtly, and in the 
case of violence, will simply call the police. 


The characters may also notice a few Scaravore 
symbols here. Much as they try not to, some of 
the cultists cannot help but make the marks. Some 
are quite discreet, but others are hard to miss. The 
characters should make an Awareness + Intuition 
Test (Difficulty 12). If they succeed, they spot one 
of the symbols graffitied on a wall. With a Success or 
Brilliant result, they notice the symbols all over the 
place: carved on benches, marked in the tunnels, 
and drawn on some of the posters. 


© Scene Two: Captured! 

After they have had time to investigate and draw 
the attention of the cult, the characters are captured 
by the Cult of Scaravore. If they decide to take a taxi 
for any reason, it turns out to be run by a cultist. 


However, if they resolutely stick to walking or public 
transport, they are attacked on the street by a group 
of cultists and bundled into a cab. The cultists 
might use a chloroform-soaked rag to the face, an 
injection, a blow to the head, or just point a knife at 
them to make them comply. 


The cult hopes that (as usual) the power of Scaravore 
will overcome the characters’ minds and they will 
become new recruits (or lose their minds and stop 
being a problem). The characters will gradually 
awaken, unarmed but unbound, locked in the back 
of a taxi driving around London. 
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The journey is already underway, but it takes a good 
hour or so to fully drive along the mandala. They are 
in the back of a black cab which comfortably seats 
four to five people (six at a squeeze). The doors are 
locked and controlled by the driver to stop anyone 
running without paying, or escaping the cult in this 
case. A solid, transparent divider with a small, sliding 
panel separates the driver from the passengers. 


Whether awake or asleep, the characters are 
assaulted by strange visions as they are driven 
through the mandala and begin to connect to the 
alien mind of Scaravore. Patterns and shapes are 
among the chief images, but stars and planets 
appear as well, forming whole new dimensions 
laced with the impenetrable thoughts of the alien 
Scaravore. The visions are both frightening and 
compelling, engulfing the mind of the character 
with the terrifying and all-consuming expanse of the 
Scaravore. All the characters must make a Resolve 
+ Knowledge or Survival Test (Difficulty 20) not 
to scream in agony and terror as their minds are 
gradually overwritten by the power of this alien 
demigod. 


Among the visions the characters experience, some 
are especially relevant and grant clues to what is 
going on. As they tap into the mind of Scaravore, 
some of its secrets begin to leak out, even as they 
burn the minds of those who see them. Don’t 
explain these visions; it is up to the players to figure 
out their meaning and significance. 


You might introduce your own visions depending 
on where you want to lead the characters, but the 
characters should experience: 


e Visions of long-faded stars and a forming 
Universe. (Scaravore’s memories that show how 
old it is) 


e A feeling of being buried deep down in the 
earth. (The current feelings of Scaravore) 


e Images of tunnels dug deep underground with 
flashes of the London Underground logo on 
the walls. (A clue about the digging under Bank 
Station) 


e A silver wall covered in symbols being cleared of 
earth. (A vision of the vault that holds Scaravore) 


e Strange, geometric symbols that might be a 
form of complex language. (Just in case the 
characters still haven't seen Scaravore symbols 
yet, this allows them to recognise the symbols 
later, even if they don’t understand them) 


e A rod-shaped device that evokes feelings of 
anger and dread. (This is a vision of the ‘key’ 
that can be used to free Scaravore or force it into 
slumber again) 


e Avision of a church from several angles, including 
rows of pews or a stained glass window or a bell. 
A feeling of great age comes with this vision. 
(This is a clue to the church that holds one part 
of the key) 


e A deep cellar made of old stone that smells of 
spilled beer. (A clue to the pub cellar that holds 
one of the parts of the key) 


e A domestic scene with a family just going about 
their business, its painfully mundane nature 
seems very out of place among the other visions. 
The number 17 features heavily in the vision. 
(This is a clue to the final part of the key hidden 
in a family home) 


While things might look bad for the characters, there 
is hope. Unknown to the cult, one of the characters 
has a rare resistance to Scaravore. They are able 
to resist the mental assault and even glean vital 
insights into how to defeat it from their encounter 
(see page 88). 


While the immune character is safe, the same cannot 
be said for the rest of the characters, but there is a 
way to save them. Violence is one potential answer, 
as the immune character may be able to break out 
of the taxi. However, there is a solid screen between 
the driver and the passengers and the door locks 
are under the control of the driver (who, already 
having been corrupted to the cult, is not affected 
by the Mandala of Scaravore). 
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Breaking into the driver's compartment requires 
a Strength + Conflict Test, with each attack 
weakening the screen (Hit Capacity 20). This allows 
the passengers to break the screen open enough 
for someone to reach through. If they can fight the 
driver and just get the taxi to crash or stop, the 
mandala’s effects gradually fade (as will anything 
that stops the characters travelling the streets 
before it is complete). Breaking out of the doors is 
much harder — Armour 4, Hit Capacity 15. 


So, it is unlikely that a single character will be able 
to stop the taxi without a prolonged attack. Luckily, 
the immune character can get some help from their 
fellow passengers by forming a mental link to help 
shield their friends. They will need to try this for 
each character, with both the immune character and 
the person they are shielding making a Resolve + 
Intuition Test (Difficulty 12). Failure results in taking 
(1/1/2) damage to their Resolve through mental 
trauma. They have to make a choice between 
risking more Resolve and having enough people to 
make an attempt to stop the taxi. Story points will 
be a great help in this encounter. Lost Resolve can 
take a while to heal and may be required to deal 
with Scaravore later on. 


© Scene Three: Street Taxi 

The cab that captures the characters is run by a firm 
called Street Taxi. If they investigate, they find it is 
a small cab company operating from a tiny office 
not far from Bank Station. Unusual for a private 


company, they operate several of the iconic ‘black 
cabs’ seen around London. The office is a small 
sliver between a couple of newsagents, with only 
enough room for an operator and their desk and a 
waiting room for drivers and customers. 


At first glance, the cab firm appears perfectly 
ordinary, albeit rather down at heel. However, 
an Awareness + Intuition or Subterfuge Test 
(Difficulty 15) reveals there is something odd about 
all the employees here. While they are quite polite 
(if a little sullen and bored), they seem to have little 
or no real personality (a trait the characters may 
have noticed at Bank Station). 


A Brilliant result reveals there also seems to 
be a connection between them all — they are 
communicating with some low level of telepathy. 
In fact, the Street Taxi employees are all part of 
the Cult of Scaravore. Each has been taken along 
the right streets and has become consumed by 
the mandala. Now they serve the cult by taking 
unsuspecting people along those same streets to 
create more converts to the cult. 


They don’t do it all the time, to ensure no one catches 
on, but they offer competitive rates (especially to 
tourists) to encourage potential victims. 


The cab firm is run by Mary Tugsten, a rather gruff 
woman in her fifties from the East End. The drivers 
are all male, and there are at least two (John and 
Tom) waiting for work when the characters visit. 
If any of the characters make another Awareness 
+ Intuition Test (Difficulty 14), they notice all of 
the employees have been drawing odd symbols, 
which they may recognise as Scaravore symbols. 
They might be doodling on a notepad or beside 
a crossword in the paper, or even scratching them 
into the desk. 


The cultists are unaware they are doing this — it is 
a side effect of their connection to Scarvore. They 
dismiss any questions about these doodles and 
write them off as coincidence if they can’t change 
the subject. Further pushing on the characters’ part 
may make them resort to violence. Interestingly, 
on every map of the City of London in the office 
(including one large one of the office wall), the same 
complicated route has been drawn out along the 
streets: the route of the Mandala of Scaravore. If 
someone stares at the route for more than a few 


CULTIST OF SCARAVORE 
Concept: Mind-controlled Cultist 
Focus: Scaravore 


Awareness: 3, Coordination: 3, 
Ingenuity: 2, Presence: 1, Resolve: 2, 
Strength: 3 


Skills: Athletics 3, Conflict 3, 
Knowledge 1, Subterfuge 3, Technology 2, 
Transport 3 


Distinction: Cultist — networked to 
a hive-mind, can sense when another 
is in trouble. 


Weapons: none, though some are soldiers 
armed with assault rifles (3/7/10) and 
knives (Str +2) 


Tech Level: 5 


Story Points: 2 


minutes, or follows it on the map, they begin to be 
consumed by the mandala in a weaker form. They 
should make a Resolve + Survival Test (Difficulty 
12), and if they fail, they are assaulted by the same 
strange visions they experienced before (see page 
93). The large wall map also has a mark around 
Bank Station, which is clearly the exact centre of the 
pattern. 


The cultists initially look to offer a taxi ride to 
the characters so they can be taken through the 
mandala. If that fails or the characters are proving a 
potential danger, they bundle them into a cab and 
take them through the mandala by force, or try to 
kill them. If the characters manage to subdue any of 
the cultists and subject them to questioning, they 
refuse to answer. However, they may reveal ‘it is 
too late; the great one is uncovered and will rise.’ 
If the questions become more pressing, Scaravore 
will release them by removing its consciousness and 
most of their mind. The cultist suddenly cries out 
in agony, pleading with ‘the master’ not to ‘leave 
them’ and then expires in torment. 


© Scene Four: Going Underground 

By this point, the characters will hopefully have 
figured out they should make a further investigation 
of Bank Station. The visions from the mandala, 
as well as the wall map at Street Taxi, should be 
nudging them in this direction. If the characters try 
to gain access to the tunnels under the station, there 
are two routes: the first is a direct route from the 
staff-only areas of Bank Station, while the second is 
to use tunnels the cult has almost forgotten in the 
sewer system that still connects to the new tunnels. 


The ‘upgrading’ work at the station is actually a cover 
for the cult trying to unearth the Vault of Scaravore. 
They have been digging for centuries, but only in 
the last hundred years has the technology been 
available to excavate far enough to reach it. In fact, 
many of London's seemingly endless construction 
projects are a front to hide some of the cult’s 
digging activities. But it is all beginning to pay off 
at last. Finally, after many years, the cult is close and 
has begun to uncover the great vault containing 
their master. 
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lf the characters try exploring the sewers, they might 
find a way to access the tunnels with a bit of luck. 
If they can scan for psychic signals they will be led 
in the right direction, otherwise they are reliant on 
successful Awareness + Intuition rolls. If they pick 
this route, you should allow them to eventually find 
their way to the vault. 


Investigating the station, they find that all staff areas 
require a pass card. They can bypass the security, 
or steal a card from one of the staff (they all have 
one). Beyond the pass doors are a few staff areas 
and store rooms. The staff areas have some cultists 
off-duty on a tea break. Instead of spending their 
breaks chatting, eating, internetting, or watching TV, 
they sit silently drawing the Scaravore symbols on 
whatever they have to hand. In the presence of non- 
cult members they try to avoid doing this, but alone 
they cannot help themselves. Some even murmur 
the name of their master. If the characters are quiet, 
they can slip through these areas quite easily. Most 
people who get this far are members of the cult, 
and there is plenty of security later on. Maintaining 
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a rather blank demeanour and possibly muttering 
‘Scaravore’ will get the characters past most of 
the cultists with a few Coordination + Subterfuge 
(Difficulty 12) or Presence + Convince (Difficulty 
14) tests. This might seem to be a lapse in security, 
but the people here are not really guards, they are 
just there to keep the station running as usual. 


If the characters cannot get past the cultists, and 
haven't seen too much and don't resist, the cult 
physically ejects them from the station. However, 
if violence ensues, or the characters have already 
proved difficult, the cult tries to capture them to 
submit them to the mandala. 


Once in the staff areas, a look around reveals a 
doorway that leads to a very deep stairway (much 
like a windowless emergency escape stairway). It is 
lit with small bulkhead lights but seems to go down 
very far, and looking down the stairwell will not allow 
the characters to see the bottom. While the station 
is now quite modern, this set of stairs appears to 
have been built at the same time as the original 


station. It is another clue as to how long the cult has 
been operating. The stairs go down for many, many 
floors, and appear to be of more modern design the 
further down they go. 


Occasionally there are exit doors that lead out into 
the tube train or sewer tunnels. Lower down the 
staircase, the doors exit into something closer to 
mine tunnels. The characters can enter the tunnels 
at any level, but ideally need to go all the way to the 
bottom. You might put a few armed cultist guards 
on the stairs at a few points. To evade these guards, 
the characters might slip into the outside tunnels 
and find a way to bypass them and return to the 
stairs, or engage them in combat or conversation. 


The tunnels are hard to navigate, but if they don’t 
go too far, an Ingenuity + Survival Test (Difficulty 
12) gets the characters down a level and back to 
the stairs. Combat or persuasion attempts with the 
guards will avoid them getting lost, but might make 
enough noise to draw more cultists. 
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Q The Vault of Scaravore 

Eventually, after an hour or two, the characters 
reach the bottom of the stairs. They end in a natural 
cavern that leads to further excavations and slopes 
that take them even further down. There are several 
guards here, all professional soldiers who have been 
drawn into the cult (see page 95 for these cultists’ 
stats). All of them are armed with guns and knives, 
but if the characters start a firefight, the echoes of 
gunfire will bring more guards running in moments. 


While there are many guards to avoid, they are not 
expecting interlopers. If the characters can manage 
a few successful Coordination + Subterfuge Tests, 
(resisted by the guards’ Awareness 3 + Intuition 
0), you should allow them to move deeper into the 
caves. By this point they are very, very far below 
London, and the caves are clearly man made but 
dug quickly. 


Eventually the characters find their way to a huge 
chamber filled with people digging. They seem to 
be trying to uncover a huge silver cube that remains 
half buried. The cube is easily fifteen metres 
along each side, and is covered in the symbols of 
Scaravore. This is the ancient Vault of Scaravore, the 
prison that contains the ageless creature who has 
shaped the city above in its image. 


If the characters are quiet, they can find a place to 
observe the area; there are plenty of boulders and 
piles of earth they can take cover behind. There 
is also a small rail track for taking earth out of the 
cave system. There are about a hundred people 
working around the vault, shovelling and drilling 
with enthusiasm. Those uncovering the last layers of 
the vault itself are treating the project like a delicate 
archaeological excavation, brushing the last of the 
earth from the metal surface. There is a large store 
of food and water they pause to partake of from 
time to time. 


Most of the diggers appear to be the homeless 
people who have gone missing. There are also a few 
more guards in the area, but the homeless people 
are now members of the cult and not prisoners. The 
guards are to protect them from intruders. If the 
characters get the wrong idea to attack the guards 
and call on the diggers to rise up and escape their 
bondage, they are in for a big surprise! 


G Investigating the Vault 

As the characters are so close to the vault, if they 
have been through the mandala in any way, they are 
instantly aware that Scaravore lies within that vault. 
Its power is almost tangible in this chamber. 


From their vantage position, the characters can 
see that one of the sides of the cube is different. 
It appears to be some sort of door, and instead of 
the usual symbols, this side bears three pictograms. 
Unfortunately the characters will have to get a lot 
closer to properly make them out. 


The ideal way to get close is to disguise themselves 
as workers by either accosting some of the actual 
diggers and stealing their clothes or possibly just 
rolling around in the dirt and adopting a vacant 
stare. They will have to be careful, but there are 
plenty of diggers taking brief breaks around the 
chamber. 


Once they are suitably disguised, they can get closer 
to the vault door and take a look at the symbols. 
There are three large pictograms on this side, which 
appear to be designed as instructions, rather than 
language. The closest example would be Egyptian 
hieroglyphics. 


e The first pictogram shows what appears to be a 
rod-shaped device, broken into three sections. 
The end of one section appears to end in a 
strange shape that matches a keyhole of some 
form in the vault door. 


e The second pictogram shows a figure wielding 
the rod next to the door of the vault. The door 
seems to be either opening or closing, it is 
difficult to tell. 


e The third pictogram shows the same figure with 
the rod again. It is hard to figure out what the 
rod is doing to the vault in this image. But an 
Ingenuity + Knowledge Test (Difficulty 12) 
suggests the rod is making the vault sink or fade 
away (or both) in some way. A Success or Brilliant 
result reveals that other symbols around the 
pictogram suggest the sinking or fading applies 
to the actual occupant of the vault, and that this 
may be about putting them to sleep. 


The pictograms are instructions from the original 
builders of the vault. The first details the key to 
the vault and how it splits into three pieces. It was 
built this way to make sure no single person could 
open the vault without assembling the parts. The 
second pictogram shows what the key does: either 
opens or closes the vault. The third shows a more 
complicated use of the key: putting the occupant 
to sleep. 


Unfortunately, the vault builders had trouble 


finding a universal pictogram to represent sleep, 


or Scaravore itself. The characters may be a little 
nonplussed by all this, or need reminding of what 
they know, in which case the proximity to Scaravore 


may trigger a series of visions, re-experiencing 
walking the mandala (if they have already done so). 
You can use this to offer them further clues that this 
rod might be in three pieces and each part might be 
located near some sort of gate. 


Having learned this information, the characters 
should try to make their way out of the caverns. If 
they have explored outside the main stairway, they 
know the tunnels link into the sewer system and 
may choose to try and leave the caverns by another 
exit instead of the station. They could also follow 
the rail lines, but they take the path some way out 
of the city and have several guards along the route. 
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© Scene Five: Claiming the Key 

Now that they know there is a key, the characters 
should begin collecting all three parts that will 
not only stop the cult from opening the vault, but 
allow them to face Scaravore and put it back to 
sleep. While the creature is too powerful to be truly 
destroyed, stopping the cult and putting it to sleep 
will keep the planet safe for millennia. 


The key is a rod-shaped device just over a metre 
long when assembled that breaks into three pieces, 
and screws back together very easily. It was divided 
so it could be given to three jailers, and that if one 
was taken over by the Scaravore they couldn't open 
the vault alone. Over time, the jailers left the planet. 
Perhaps they went to help their people but failed to 
save them, perhaps they simply grew bored. 


The cult managed to locate the pieces and hid 
them centuries ago on the outskirts of the city. This 
might seem odd, but Scaravore (and therefore the 
cult) fears the key as much as it needs to possess 
it. While it is the way to escape the vault, it is also 
a way to force it into slumber. Scaravore wanted 
the pieces separate so they couldn't be used until 
the vault was uncovered. It also wanted them at a 
distance without being too far away. The edge of 
the city (at the time) seemed a good compromise. 
Over the centuries, the key parts have been moved 
occasionally as buildings came and went, but the 
cult is loath to touch them (inheriting Scaravore’s 
fear). Their current resting places have remained 
untouched for over a hundred years. 


Itis quite possible that no matter how many clues the 
characters get, they will not have figured out where 
the key parts may be hidden. You can reiterate some 
of the clues they have had in visions, and Walter 
Morrison (the tour guide) will be able to tell them 
about the city gates if they ask him. Alternatively, if 
the characters do especially well, they might figure 
out the Scaravore symbols are actually details of 
the city streets. Matching the three most common 
symbols to a map (especially one with the mandala 
marked on it) shows them the three locations at 
Ludgate, Cripplegate, and Aldgate. 


If the players still can’t get the clues, the characters 
may overhear the next part of the cult’s plan. Some 
of the tunnel guards will receive orders to ‘collect 
the key’ as the vault is nearly uncovered. Having 


heard this, the characters can follow the guards 
on their mission and try to take the key from them 
when they claim all three parts. 


Q The Key Locations 

The key pieces are hidden in the basements of old 
buildings in the area of the old city gates. The actual 
locations are an old church (Aldgate), the cellar of 
an old pub (Ludgate), and the basement of a family 
home (Cripplegate). The cult has people in place 
monitoring the areas, and teams may be dispatched 
to bring the pieces of the key to the vault as the 
excavation nears completion. 


There are two ways for the characters to find the 
right areas without following the cult. The first is to 
use any instruments they have to detect Scaravore’s 
psychic power. While these instruments are still 
overwhelmed with Scaravore’s energy in the city 
district, the areas near the key parts show different 
fluctuations. However, they will only detect these if 
they go to one of the correct areas. They could try 
to take readings from each of the seven gates and 
see what they find. 


The other way to locate the areas is to apply the 
three Scaravore symbols they have seen most often 
to a map of the city. With the uncovering of the vault 
so near at hand, Scaravore’s mind (and therefore 
the cult’s) has turned to the keys. The cultists have 
been doodling these with greater regularity. If the 
characters realise they are effectively street maps, 
they might put them on tracing paper and move 
them over a map to find a match. 


Clever players might also be able to use online maps 
of the area to scan for names connected somehow to 
Scaravore. With a well-programmed algorithm, they 
might turn up the names of the three key locations. 
But doing so requires an Ingenuity + Technology 
Test (Difficulty 16). A Barely result reveals the name 
of the church, a Success also reveals the name of 
the pub and a Brilliant result reveals the name of 
all three. The visions they have had won't be a lot 
of help until they are in the right area. Most places 
have a church nearby (although not all of them) and 
several buildings have cellars (they might not see 
that it is a pub) and some family homes. However, 
if they get to the right area, their memory of the 
visions confirm they are in the correct place. 
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Q Sacred Church of All Righteous Angels 
(Votive Order of Religious Ecumenical), 
Aldgate 

In Aldgate, the characters discover a church whose 
name should give them a clue that it is something to 
do with the Scaravore. No one knows why it has the 
odd title it has, or who the ‘Votive Order of Religious 
Ecumenical’ used to even be (they ceased to exist 
hundreds of years ago). The name has come about 
due to the unconscious influence of the Scaravore 
on those who named the place many years ago, 
hence the acronym. Another clue that this might be 
the resting place of a key is that the church is one of 
the oldest buildings in the area. While it has been 
rebuilt, its foundations date back several centuries. 


The church is quite a small one, little more than a 
simple chapel really. Its modest graveyard is ringed 
with trees, making it hard to even see the church 
itself from the nearby road. Office buildings and 
apartment blocks tower around it, but over the 
centuries it has remained. A low brick wall surrounds 
the church and graveyard, with a weather beaten 
sign at its gate showing the name of the place. 


The key piece is kept in the oldest part of the church 
(hence the feeling of age in the vision). This is a 
small crypt underneath the building that is not open 
to the public. Among the crypt’s five tombs, the key 
rests inside the oldest of these with the body of a 
medieval knight. The crypt is accessed by a door in 
the small bell tower that remains locked. The area is 
mainly closed as the stairs and crypt are not entirely 
up to modern safety standards and the church can’t 
afford to bring them up to code. But archaeologists 
and academics are allowed access as long as the 
local vicar is happy to let them in. 


The church is run by Reverend Albert Collerson. 
Reverend Collerson is very close to, if not past, 
retirement age and glad the church has a small 
congregation and a slow pace. He knows the history 
of the building well, and can tell the characters 
which is the oldest part of the church, but he is 
not a member of the cult. The cult tends to try 
and remain at arm’s length and so hasn't inducted 
the vicar, though they keep a close watch. Unless 
the characters make a point of arriving during a 
service, they find the church mostly empty. As this 
is an Anglican church, it does not offer confession, 


though the vicar makes himself available to his 
parishioners in case any of them want to talk. There 
will be a few parishioners engaged in silent prayer. 
Out of the six people here, at least four are cultists 
keeping watch. These cultists may give themselves 
away muttering ‘Scaravore’ in their pretend prayers 
or tracing Scaravore symbols on the pews with their 
fingers. In this place, they will all be making the 
same symbol, the one that relates to this area. 


How this encounter plays out depends very much 
on how the characters choose to engage with it. 
They might make assumptions and start a fight with 
the vicar or take a more subtle track and take a look 
around. The vicar will happily show them the crypt 
if they ask politely and seem to have a genuine 
interest in history. They need no special permissions 
or proof of their academic credentials, but those will 
also help. However, the vicar won't be keen on them 
opening up any of the tombs! To do that, they have 
to find a way for the vicar to leave them alone in 
the crypt. As long as they are polite and reasonable 
he won't assume they are up to no good. You may 
call for Presence + Convince Tests (Difficulty 14) to 
talk the vicar into leaving them to their own devices 
down there. 


The cultists are content to watch and wait for the 
most part. Unsure of what the characters already 
know, they won't want to give the game away. 
If the characters are left alone in the crypt, they 
may decide to act, doubly so if the characters 
leave the crypt with the key piece. At this point, 
the cult have given up on the idea of putting the 
characters through the mandala, so they are looking 
to kill them (they are all armed with small knives). 
However, the Scaravore doesn’t want any more of 
its secrets revealed, so it kills any cultists who look 
like they might get captured by removing itself from 
their mind. 


If the characters get hold of a piece of the key, the 
cult will know about it. They feel its presence move 
through the hive mind no matter how subtle the 
player characters are. Once they have a piece in 
their possession the cult will be looking to kill them 
and take the piece back. This might shift some of 
the cult’s plans towards violence in subsequent 
encounters. 


Q The Rod and Vault, Ludgate 

Another piece of the key is found in the cellar of 
a public house in Ludgate. While the pub itself is 
very old, it has recently been part of a gentrification 
programme and is now more of a trendy and 
expensive bar than the old drinking house it used to 
be. As you might imagine, the name of the place is 
once more due to the influence of the Scaravore on 
the minds of the builders. Its power has seeped into 
everyone in this area to some degree, whether they 
were part of the cult or not. 


The Rod and Vault appears to be an old Tudor 
building from a distance, but as you get closer 
you notice only the original frame of the building 
remains. Glass panels enclose the remains of the 
original walls, which are kept clear of pictures to 
show off the original features. A long bar surrounds 
a selection of craft beers in huge barrels, and it 
serves a range of overpriced food presented on 
bread boards. Several thick plain wooden tables 
surrounded by similarly proportioned chairs provide 
seating for the patrons. All the waiting and bar 
staff are easily recognised as they wear black polo 


neck jumpers and trousers. In general, it's a nice 
place but expensive and a bit pretentious. The pub 
has a lower floor designed to function more as a 
small restaurant. Except for meal times, the area 
is much less busy, and even empty on occasion 
as (while well lit) it has no natural light. Toilets are 
on this level, as is a door marked ‘Private’. The 
private door leads to the beer cellar, a large room 
filled with metal beer barrels and pumps (the beer 
barrels upstairs are fake!). The floor here is made 
of the original flagstones, now grey and worn with 
use. Investigating reveals one of the stones carries a 
symbol of Scaravore. The piece of the vault key rests 
under this stone. 


Finding the stone is an easy matter if the characters 
look around. You may ask them all to make 
Awareness + Intuition Tests and let the highest 
result discover the stone. Lifting it is another matter. 
It takes three Strength + Athletics Tests (Difficulty 
18). The character lifting gains +2 for each extra 
helper, +4 if they have tools such as crowbars. 
Success on all three means they get the stone lifted 
enough to reach the key. 


Failing any of the three rolls results in dropping 
the flagstone (on a Disastrous result, the lifting 
character is injured from dropping the stone, taking 
2 points of damage). This also alerts the bar staff to 
the noise, notably the cult member in the staff, who 
will come to investigate (see below). 


The pub staff may come down at any time to 
change barrels, interrupting the characters lifting 
the stone, but the real problem is the cult. A group 
of cult members work in offices nearby and have 
their lunch here every day. Additionally, three of the 
staff are also cult members, with at least one on site 
at all times. 


Unless the cult is on alert to look out for the 
characters, they won't pay them any attention until 
they start moving the cover stone to expose the 
key piece. As soon as that happens, the cult will 
know (through its connection) and go into action. 
The staff member closes off the lower level, saying 
a spillage has made the stairs dangerously slippery, 
and the office workers swiftly arrive and go down 
to the beer cellar to deal with the characters. There 
is at least one cult member for each character, and 
they are armed with small knives (see page 95 for 
stats). 


The characters’ best chance at escape is to climb 
out of the beer delivery hatch that leads to the alley 
behind the pub. It is padlocked shut, but a Sonic 
Screwdriver, similar gadget, or using force (Hit 
Capacity of 10) can get it open, or someone can 
pick the lock while others keep the cultists at bay 
(Difficulty 15). 


How this plays out depends on what precautions 
the characters have taken. They might try breaking 
in at night or set guards while the others dig up the 
key piece. If they sneak in at night and don't trip an 
alarm, they will only have the one cult member to 
deal with, as the office workers will be further away. 
If they deal with the cult members they should get 
away from the area quickly. While there are no more 
cultists nearby, more will be on the way. Should 
someone call the police, the characters may have 
trouble explaining what they are up to! 


TOM AND BARBARA ELLISON 
Concept: Ruthless Imitation Couple 
Focus: Scaravore 
Awareness: 3, Coordination: 4, 
Ingenuity: 2, Presence: 1, Resolve: 3, 
Strength: 3 
Skills: Athletics 4, Conflict 4, 


Knowledge 1, Subterfuge 3, 
Technology 3, Transport 3 


Distinction: Cultist — networked by a mild 
telepathy to the Scaravore shared mind. 


They are fast (go first in an action Round 
phase) but serve only Scaravore. 


Weapons: Small knives (+2 Str), concealed 
pistols (2/4/6), though an armoury at 
their house contains almost every form of 
personal weapon. 


Tech Level: 5 


Story Points: 3 


Q 17 Erovarac Street, Cripplegate 

The Cripplegate key piece is held in the basement 
of what is now a family home. It is located in one 
of the few remaining streets near the Barbican area 
that hasn't been redeveloped. It remains a peaceful 
avenue of Victorian tenement houses, many of 
which have been broken up into flats. Erovarac 
Street is long and straight (by London standards) 
and contains only residential property. The nearest 
shop is a small supermarket a couple of streets away. 
Given the location and ‘Victorian charm’ of the area, 
house prices here are astronomical, as evidenced by 
the expensive cars that line both sides of the road. 


Number 17 is where the key piece is located, which 
should be reasonably clear from the visions (which 
feature the house number). The house is owned 
by the Simons family, a recently married couple 
with two small children. James Simons works in a 
merchant bank few people have heard of, but makes 
spectacular amounts of money. His wife Abigail 
gave up her career as a lawyer to stay at home with 
the children. They have a two-year-old boy called 
Tennyson and a newborn daughter called Allegra. 
James works almost all hours of the day, but does 
earn an awful lot of money. 


Abigail enjoyed being a lawyer and plans to return to 
it when the children are older. In the meantime, she 
is enjoying spending time with her children as a full- 
time mother (with a nanny to do the messy bits). Her 
days consist of reading all the celebrity magazines 
to discover which form of quinoa is recommended 
by Gweneth Paltrow for her children’s chakras. 


The characters may assume whoever is living at this 
house will be cultists, but in fact the cultists are the 
next door neighbours. Tom and Barbara Ellison are 
a young couple who apparently both work from 
home as web designers, although the jobs are fake 
— the cult pays them so they can keep watch full 
time. In fact, they have struck up such a friendship 
with the Simons family they often babysit on the rare 
evenings James isn’t working late, so he and Abigail 
can go out, and the nanny can have a night off. They 
have used these times babysitting to install several 
security cameras and microphones that allows them 
to observe any area of the Simons home from the 
multi screened control room they have at their own 
house. 


Again, how this encounter plays out depends on 
how the players go about it. They could convince 
Abigail they are part of a child services inspection, 
or checking the house for damp, or even some form 
of workmen her husband has booked and forgotten 
to mention. A reasonably convincing story will get 
Abigail to let them in on a successful Presence + 
Convince Test (Difficulty 14). 


Sneaking in to burgle the house is very difficult, 
mainly as there is always someone at home. At 
night, when it is quietest, the whole family is in 
the house (albeit asleep). There is a locked door 
or window, as well as a decent burglar alarm (both 
require a Coordination + Subterfuge Test to get 
past, Difficulty 15). The baby is also a light sleeper 
and Coordination + Subterfuge Tests (Difficulty 
16) will be required any time anyone is on the stairs 
or upper floor not to wake her up. 


Remember that Tom and Barbara are operating a 
24-hour surveillance on the house, including infrared 
cameras, so they can see anything that is going on. 
It takes an Awareness + Subterfuge Test (Difficulty 
16) to notice any devices, and a Brilliant result to 
find them all. Removing them makes it clear to Tom 
and Barbara that they have been discovered. If Tom 
and Barbara think the characters are a threat, they 
come over and deal with them. 


However, they would prefer to take the characters 
out away from the house so as not to blow their 
cover. If they need to sneak into number 17, they 
can do so easily through the attic. They had a door 
secretly put in between the two houses when having 
some ‘renovation work’ done a year ago. 


But the real question in the midst of all this is the 
key’s location. If the characters are able to look 
around the house, they may notice a symbol of 
Scaravore carved on the old door to the basement 
under the main stairs. The carving is very old, as the 
door is one of the original features of the house. 


Unfortunately the Simons don’t know they have a 
basement! The steps down to it were covered over 
by the cult to keep the location safe. So as far as the 
Simons are concerned, the door simply leads to a 
cupboard under the stairs. 
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If someone looks around the cupboard, they notice 
that the wooden walls are all very old, but the floor 
of the place is comparatively new. Noticing this 
takes an Awareness + Intuition or Knowledge Test 
(Difficulty 15) unless they take the various clutter 
(vacuum cleaner, mops, old carrycot, and so on) out 
of the cupboard. 


If they pry up the newer floorboards, the characters 
discover they are covering a set of stairs leading 
down to a basement. 


The basement is dark and creepy. No one has 
been down here in years and there is no window 
or artificial light. If Tom and Barbara confront the 
characters down here, they are equipped with 
night-vision goggles, so the darkness is no problem 
for them. 


If the characters are able to look around, they 
eventually discover (just as in the pub) a symbol of 
Scaravore carved on the stone floor, hiding a part of 
the key. If the characters take the key at any point, 
Tom and Barbara will look to hunt them down and 
take it back. Lifting the flagstone requires three 
Strength + Athletics tests, just like in the pub. 


© Scene Six: Facing Scaravore 

Now that the characters have the key, the cult will 
be on full alert and actively hunting them. If the 
characters are a more conflict-oriented group, 
you should throw a few random attacks from cult 
members to keep them on their toes. 


The most obvious thing for the characters to do is to 
put the key together. Doing so is pretty simple, and 
the pieces magnetically pull together when placed 
near each other. Once assembled, the pieces create 
a rod covered in indecipherable hieroglyphics. 
These are a warning about unlocking the prison by 
the vault builders whose language is long forgotten 
(too old for even a TARDIS to translate). 


Luckily, the vault builders encoded instructions 
in more than just words. As soon as the key is 
assembled, anyone in physical contact with it is 
assaulted by a series of powerful visions. They show 
the horrific consequences of releasing Scaravore. 
Worlds drained of life, stars torn apart and whole 
galaxies consumed. But then it shows that Scaravore 
can be forced into slumber, as long as the bearer of 
the key has the will to do so. As soon as the visions 


fade, the key seems to come alive a little and seems 
to pull the bearer in a particular direction. It is 
guiding the characters to walk the mandala once 
more, and face Scaravore inside its own mind! 


Q The Final Walk 

The characters should set off following the key's 
psychic pull, and before long they realise they are 
walking the mandala (especially if they took note of 
the streets). This may reasonably make them a little 
nervous, but as they begin to connect to the mind of 
Scaravore, they are not overwhelmed by its power 
as they were before. It appears the key is protecting 
them from the full force of Scaravore’s mind. 


As the characters walk the streets (or drive if they 
have a mind to), they see the sky darken and 
the buildings twist and become taller and more 
menacing. What they won't know is that they have 
now entered the dreamscape of Scaravore’s mind, 
and their physical bodies are now lying passed out 
on the street somewhere, protected from the cult 
by the key. If they were driving, the car would have 
idled to a slow halt, partly on the pavement, after 
gently bumping into a post box. In their minds, they 
continue along the path, following the route of the 
mandala. 


You should gradually describe the route becoming 
more and more surreal as they travel deeper into 
Scaravore’s mind. The characters might wonder if 
they are entering a dream or if the strange twists 
to the city are actually real, a result of the rise of 
Scaravore! 


G The Army of the Storm 

As the dreamscape city gradually changes around 
the characters, it becomes more hostile. Passersby 
knock into them or push them over. Cars seem to 
target them. You might call for some Awareness + 
Athletics rolls to avoid getting knocked down or 
run over. Eventually, it becomes clear that everyone 
around the characters has stopped what they are 
doing and is staring at them. Their features seem 
to blur and become less individual, until they are 
unrecognisably nondescript, like shadows of their 
former selves. The sky by now has darkened with 
storm clouds and a terrible presence seems to 
emanate from above. It feels as if the city itself is 
staring at the characters. 


The buildings around them also begin to shift and 
change. The streets get thinner, the buildings taller 
and darker. As the crowds around the characters 
edge towards them threateningly, one building 
seems to stand out among the huge shapes that 
cluster ever closer. On top of this skyscraper a glare 
of energy can be seen, lighting up the whole city 
with a sickly yellow tint. As the characters watch, 
they can feel hatred pour out from this presence. 
Frightening though this presence is, the key seems 
to pull towards it. 


If the characters make an Awareness + Conflict 
Test (Difficulty 12), they notice the inhabitants of 
the city seem to be clustering around the ominous 
skyscraper, almost shielding it. If they haven't 
already decided to get closer to the presence, this 
should be a clue. However, to get to the skyscraper, 
the characters have to fight their way through. 


There are too many people to run this scene as a 
standard combat. Luckily, the city inhabitants fall 
quite easily, but there are a lot of them. They are 
only really shadows after all. Each character needs 
to make three Strength + Conflict Tests (Difficulty 
14) to reach the skyscraper entrance (which is the 
only feature on an otherwise featureless building). 
If any character fails a test, they take (1/2/3) points 
of damage to Resolve. If they don’t pass any of 
the tests, they can’t make it to the entrance of the 
tower. They can try again, but you should make it 
clear the presence seems to be growing stronger 
(as Scaravore awakens) and time is clearly a factor. 
Stragglers may have to be left behind. 


The Fall of a City 

Once past the shadow horde, the characters need 
to climb to the top of the building. It is a long 
way up as you might imagine. If the group enjoys 
combat scenes, they could fight their way up 
through waves of more shadow folk. They will only 
engage in hand to hand, allowing any characters 
with ranged weapons the advantage. However, 
this is Doctor Who, and fighting is always the last 
option. The characters have a head start on the 
shadows, and can try to block the stairs or any doors 
with barricades to slow down the huge crowd that is 
following them. In this case, the journey to the top 
becomes a race rather than a fight. 


+ 


The characters may begin to think this is some sort 
of dream state. If they can make an Ingenuity + 
Intuition or Knowledge Test (Difficulty 12), they 
can focus their will on the reality around them. 


This means they can spend Story Points to 
manipulate the world in some way. This may be 
to conjure new weapons out of thin air, or make 
the stairs a lot shorter, but it can’t be used to defy 
physics or create supernatural abilities, such as 
flying up to the top. Understanding this is a dream 
also allows a character to use Ingenuity or Resolve 
instead of Strength or Coordination in any roll you 
think is appropriate. 


Eventually, the exhausted characters reach the 
top of the skyscraper and burst out onto the roof. 
The centre of the presence is no longer there. It 
glares at them from the roof of another building. 
However, before the characters can consider going 
all the way down again (through more hordes of 
shadows), the building itself begins to crumble. 
The awful presence is blasting the city with energy 
and causing everything to fall to dust. The key 
glows with a powerful light as across the city the 
buildings begin to topple. The one the characters 
are on begins to (luckily) fall towards the presence 
of Scaravore, which remains on the only building 
that isn’t crumbling. 


The characters have to ride their building as it 
collides with another and try to jump from one 
rooftop to the next as skyscrapers topple around 
them. Each one takes them closer to Scaravore. 
It requires three Coordination + Athletics Tests 
(Difficulty 14) to reach Scaravore’s building. Each 
Test takes them to another crumbling rooftop. You 
should allow the players to spend Story Points 
liberally, especially when they are used to help each 
other make a jump. As long as a character passes at 
least one roll, they make it to Scaravore, otherwise 
they are lost in a falling building (waking back in the 
real world). 


Q Final Confrontation 

Upon reaching the final rooftop, the characters 
finally face Scaravore. It remains indescribable — a 
being of energy, hate and power. But the key seems 
to know what to do and it blazes with light. A storm 
thunders overhead as the city crumbles to dust 
around this single edifice. It is up to the characters to 
focus everything they have in this moment to take on 
Scaravore in a battle of wills. This final confrontation 
should be played out against the strengths of the 
characters. If they are fighters, let them take on 
Scaravore in combat; if they have great willpower, 
make it a head-to-head battle of wills. They could 
try to outsmart it with logic, or drive it to submission 
with sharp wit. You might even let them duke it out 
with energy beams blasting from the key. 


Each character should describe how they are taking 
on the Scaravore, and pick an appropriate Skill roll 
based on that action. Each character should make 
their Skill roll (Difficulty 16) and each must succeed 
twice. They can roll as many times as they like, but 
each failed roll means they suffer (2/4/6) points of 
damage to the Attribute used. Once the character 
has picked a Skill and Attribute combination, they 
cannot change it, no matter what damage they take. 


If any Attribute reaches zero, the character's will 
has been defeated and they pass out, waking in 
the real world. If all of them fall, Scaravore will rise. 
Characters who don’t fall can roll again to make up 
for any tests that the fallen characters failed. 


O Aftermath 


If the characters can manage to make the rolls 
required, Scaravore is forced into a deep sleep once 
more. Its vault cavern shakes with its rage and brings 
more earth and stone down to cover it once again. 
The characters will wake up lying in the street, with a 
few onlookers wondering what they are up to (a few 
might throw them some spare change). 


Those who were recently inducted into the cult 
will find Scaravore retreat from their minds. While 
this will be horribly traumatic, some will make a full 
recovery. The most dedicated members of the cult 
will not be able to survive the loss of Scaravore and 
will die in torment as what remains of their minds is 
ripped away. A few of the longer serving members 
will manage to survive, and will swear to continue 
the work once more. 


If the characters check sensor readings, the power 
levels have faded away. If they have acquired a 
map of the mandala, they might pass it on to the 
authorities, such as UNIT, Torchwood, or a similar 
operation. Kate Lethbridge-Stewart will see to it that 
the government sends out compulsory purchase 
orders for some of the places on the map, and that 
streets are redirected to ensure the Mandala of 
Scaravore is broken and can never be used again. 
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